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HOW TO READ 
THIS BOOK 


Attacks 

The attacks pages ane Rather? self- 
explanatony. These pages lllustRate 
the full stRlklng Range of a chanac- 
ten’s mooes, which attack buttons 
peRfoRm them, the peRcentage of dam¬ 
age they inflict, and whene to block 
the attack (High, Low, or Air). Attacks 
with multlpLe damage peRcentages hit 
moRe than once. 

How to Block Which Attack Button 


STRONG 


BLOCK DAMAGE BLOCK 


SpecfaL Mooes 
These pages demonstRate 
the pRopeR contRol pad 
motions and button combi¬ 
nations RequlRed to pen- 
fonm a chaRactens special 
mooes. Damage Is Repne- 
sented by a peRcentage 
foR mooes which ane con¬ 
sistent. Special mooes 
which oaHy In damage ane 
Repnesented as “VaniabLe,” 
and as an “X” In the dam¬ 
age equation. Mooes 
which can’t be blocked 
will Read “NA” or Not 
Auallable. 

Command 

Name of a 

Mooe f Hou > to 

a / Block 

Damage / A 

Percentage 


Situation 

Combos 

The Combo pages show, fRame by 
fRame, how to peRfoRm multiple 
attacks In sequence. The left ban Indl 
cates which chaRactens the lllustRat- 
ed combo cooRks on. ChaRactens with 
an “O” means that the combo will 
wonk successfully on them, an “X” 
means It will not. Please note, all 
combos lllustRated In this stRategy 
guide coene peRfonmed on a speed set¬ 
ting of Thnee, not all combos can be 
peRfonmed at a Lower? setting. 

Command + Degnee of Tvpe^ 

Damage pen Difficulty + . 

Attack Damage f 


ANY PUNCH 


DAMAGE 


BLOCK 


3 HIT DASHIN 


CHAIN COMBO 


DEMITRI O 


J. TALBAIN O 


ROUNDHOUSE 


namtns 


DAMAGE 
5% x5 


BLOCK 

H/L 


VICTOR \0 


Indicates This Mooe Can 
Only be Performed With 


Which Characters the Combo Works 


ANAKARIS 

O 

SASQUATCH O ( 

L. RAPTOR 

Of 

MORRIGAN 

o 

FELICIA 

O 

BISHAMON 

°M 

RIKUO 

o 


Fall Special Gauge 


Against (O - Yes, X - No) 












-* 4 ' + 

ANY PUNCH 


Blocking 

Blocking in DaRkStaLkeRs 
is the same as in any 
othen Capcom fighting 
game Simple.* HoLd back 
to block yoan opponents 
attack.* a standing defen¬ 
sive position blocks high 
attacks, and a cnoaching 
defense blocks loco 
attacks. 

Ain Blocking 

Added to DaRkStaLkeRs’ 
gamepLay engine is the 
addition of a in blocks. 

Once ainboRne, simply 
hold back to block youR 
opponent’s oncoming 
attack. You cannot alR 
block afteR peRfonmlng 
an alR attack; howeoeR, 
you can attack in the alR 
often alR blocking yoan 
opponent’s alR attack. 

Some chanacteRS can 
also follow an ain block 
with a special move. The 
alR block can also block 
most pRojecfile mooes, 
yet you can't block an 
opponent’s attack fRom 
the gnound (l.e., a stand¬ 
ing f ience attack ). 

Thnotos 

EoeRy chaRacfeR in 
DaRkStaLkeRs, with the 
exception of Anakanis, has a 
thRow. ThRows aRe often 
RefeRRed to as cheese; how- 
eoen, they weRe oboioasly 
put in the game foR a Rea¬ 
son. Thnows, in essence, 
can eithen get you out of a 
tight situation, or wake up a 
defensioe playeR. To thRow 
youR opponent* get next to 
them, pness back or towaRd 
on the comCroI pad, and youn 
chaRacteR’s thRow button. 
PlayeRs who thRow too 
much, on need thnows to 
win, aRe annoying oppo¬ 
nents, and ane classified as 
cheeseRs. RegaRdLess, 
thRows can be anticipated, 
and like any otheR move in 
the game, nequine skill to 
pull off successfully. 


Gaand Reuensals 

The name is exactly what if implies; ReueRsing 
youn opponent’s attack with one of youR own, 
while youR chaRacfeR is in the blocking position. 
EoeRy chanacten in DaRkStaLkeRs has a special 
move, which acts as a guand nevensaL move (with 
the exception of Anakanis). To peRfonm a guaRd 
ReaeRsal move, you must finst block an attack, 
and — on the point of impact — peRfonm youR 
chaRacteR’s guand nevensal move. If timed pRop- 
(timing is the key to success ) youn chanac¬ 
ten will become invincible fon the finst few 
fnames of thelR guaRd ReaeRsal move, and 
counten youn opponent. Guand nevensing single 
hits ane quite difficult, but can be accomplished. 
It’s much easieR to guand nevense attacks, which 
hit raoRe than once whiLe blocking (i.e., 
Sasquatch’s Big typhoon, or DemltRi’s Bat Spin). 

Command 

GUARD REVERSAL 


Attacks and Special Mooes 

Attacks ane mooes which do not 
RequlRe anything special to penfonm 
them, menely a single button pness, on 
a dinection and a button pness. These 
Standand attacks may hit mone than 
once, and if pnopenLy timed, can be 
chained to one anothen in sequence. 
Special mooes ane attacks which 
RequlRe a confRol pad command and a 
specific button on buttons. Special 
attacks, in most cases, deaL 
mone damage than a stan- 
daRd attack, so pRopeRly 
leanning a chanacten’s 
special moves is vital in 
playing them pnopenly. 

Some Special Mooes double 
as sapeR moves when a 
full special ban is 
acqulRed. These 
“supeR” oeRslons ani¬ 
mate slightly diffeR- 
entLy, and deal much 
mone damage than 
noRmally. HoweoeR, 
not all supeR mooes aRe poweRed 
up oeRsions of existing moves, 
some supeR mooes can only be peR- 
fonmed when a fully poweRed spe¬ 
cial ban is at hand. 
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Special Ban 

DankStalkens uses a unique special ban 
system. By thRowing out mone attacks, 
youn mefeR slowly fills to the top. 
PeRfORinl'ng special mooes often speeds 
up the pnocess. Once filled completely to 
the top, the “special" indicators pnomptly 
lights up, as the speciaL ban slowly 
depletes it nesenued enengy, allowing 
the playen only a shoRt time to take 
advantage of it. This speeds up the 
gameplay, keeping playens fRom hoaRdlng 
numeROUS special baRS, and saolng them 
foR the last Round. When powened up, 
youn chaRacfeR can peRfonm supeR spe¬ 
cial mooes which do mone damage than 
conventional special mooes or attacks. 


UnLike ofheR eaRly Capcom fighting games, 
the alR combo system was enhanced f or 
DaRkStalkeRS. Most chaRacteRS can jump in 
with a weak attack followed by a heaoieR 
attack while still alRboRne. This wonks 
pnimaRlly on langen opponents like VlctoR 
or Anakanls. It’s also possible to scone up to 
thnee hits in the ain on langen opponents. 
The equation fOR ain combos is as follows: 
Jab on shoRt, to any otheR attack button, or 
taken one step fuRtheR, jab to shoRt (or 
shoRt to jab) followed by a sfRong, fon- 
wand, fience or Roundhouse f or a total of 
thnee ain hits. To pnopenly time the ain 
combos, pness youn next attack button as 
the “hit” spank appeans when stniklng youn 
opponent. If done pnopenly, and deep enough 
inside youn opponent, you can continue 
youR combo fnom the gnound. 

Chain Combos 

Chain combos ane combos in which you 
chain one standand attack to anothen. The 
theony is a weak attack, followed by a 
medium attack, and finished by a heauy 
attack. The sequence can be uanied between 
kicks and punches, as long as it pentains to 
the ouenall theony, fnom weak to heauy. 
Chain combos anen’f quite that easy though. 
They do nequine timing — a ueny specific 
timing. An easy way to become famillan 
with youn chaRacten’s chain combos, is to 
simply stant with a weak attack, and when 
the “hit” spank appeans on impact, immedi¬ 
ately pness the next connespondlng attack 
button, and so on. Timing is cnuclal, the 
chain combo system isn’t as f ongiving as 
that found in Stneet Fighten Alpha, but the 
same goes fon both games: Chain combos 
ane the key to victORy. 
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JRRIGAN 


RIKUO 


DEMITRI 


ANAKARIS 


IHAMON 


RAPTOR 




RANKING 

CHART 


The following Ranking chant depicts lx y Vjsj 

the outcome of numenous DS tounna- 

ments in Japan. This chant Reads fnom 

left to Right; the left column nepne- y 

sents the actual chanacten Ranking I 

(MoRRlgan being the top seeded fighten). 

The gnid namben (or effectioeness num- 
ben) to the Right of a chanacten’s name 
nepnesents that chaRacten’s effectioe- 
ness against the coRRespondlng chanacteR 
found just aboue t heiR ef fectioeness numben. 
These numbecs ane then totaled togethen gluing 
you an ouenall ef fectioeness Rating against eueny 
chanacten as a whole. 
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NAME 

DEMITRI 

MAXIMOFF 


TIME PERIOD 
1485 A.D. 


HEIGHT 
<5 ft. 5 in. 

WEIGHT 
225 Lbs. 




ORIGIN 

ROMANIA 








IP COLOR WIN/LOSS PORTRAITS 2P COLOR 


DASH «- 


DRAW TIME OVER 


DASH ■* 


WIN 1 


WIN £ 


CURSED BURNED SHOCKED STABBED SPIRIT HOLD POISONED 


EVIL DEMITRI 





M PH ; ' MiS 




1 vyCv ’ jfes 


SLICED 

TRIPPED 

GRAB N 

MSS Mk * . . J* 

T". 

X-' . A*V'2f\ w 

fcfeiM * 


I 

i 

Hill 

§. w mmte 


DEMITRi 
























ARD 



ATTACKS 


FORWARD ROUNDHOUSE 


SHORT 


FIERCE 


STRONG 


DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK 


SHORT 


FIERCE 


STRONG 


DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE 

6% H/L 9% H/L 13% L 6% 13% |§ii H/L 13% 


FORWARD ROUNDHOUSE 


SHORT 


FIERCE 


STRONG 


DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK 

7% H/A 10% OR 12% H/A 13% OR 15% H/A 8% H/A 10% OR 13% H/A 15% OR 16% H/A 


% Uemitri 


f u 


t&e 


mm,-— 

ft 


JAB 

STRONG 

FIERCE 

SHORT 

FORWARD ROUNDHOUSE 

DAMAGE BLOCK 

DAMAGE BLOCK 

DAMAGE BLOCK 

DAMAGE BLOCK 

DAMAGE BLOCK DAMAGE BLOCK 

6% H/L 

11% H/L 

16% OR 15% H/L 

mp^'7% l 

12% H/L 16% H/L 



















MIDNIGHT FURY NEGATIVE STOLEN SPECIAL AIK CHAOS FLARE SPECIAL CHAOS FLARE BAT SPIN 



SPECIAL 


OR + STRONG OR FIERCE 


DAMAGE 


BLOCK 


VARIABLE 


4^->+ ANY PUNCH 


DAMAGE 


BLOCK 


DAMAGE 


BLOCK 


-U* + ANY PUNCH 


DAMAGE 


BLOCK 


(IN AIR) 4^-»+ ANY PUNCH 


DAMAGE 


BLOCK 


DAMAGE 


BLOCK 


sap' T&e/iufn 


U&tmm 


+ ANY KICK (CAN BE DONE IN AIR) 

DAMAGE 

BLOCK 

6% + 6% + 6% 

W. s* 

H 



















DEMITRI 


COMBOS 


DEMITRI 
J. TALBAIN 
ANAKARIS 
SASQUATCH 
L. RAPTOR 
MORRIGAN 
FELICIA 
BISHAMON 
RIKUO 
VICTOR 


5 HIT JUMP-IN COMBO 
o|^p NOVICE / 55% 

O -139b- -Z9b- -139b- 

O FIERCE SHORT ANY PUNCH 



DEMITRI 
J. TALBAIN 
ANAKARIS 
SASQUATCH 
L. RAPTOR 
MORRIGAN 
FELICIA 
BISHAMON 
RIKUO 
VICTOR 


5 HIT JUMP-IN COMBO 
o EXPERT / £9% 

O -139b- -99b- -Z9b- 

O FIERCE STRONG FIERCE 




4 HIT JUMP-IN CHAIN COMBO 


DEMITRI 


J. TALBAIN 


ANAKARIS 
SASQUATCH 
L. RAPTOR 
MORRIGAN 
FELICIA 
BISHAMON 


RIKUO 

VICTOR 


5 HIT AIR CHAIN CORNER COMBO 


ADVANCED / 50% 


DEMITRI 


J. TALBAIN 
ANAKARIS 
SASQUATCH 
L. RAPTOR 
MORRIGAN 
FELICIA 
BISHAMON 
RIKUO 


ROUNDHOUSE 


FORWARD 


FORWARD 


VICTOR 


4 HIT CROSS-UP COMBO 


ADVANCED / 40% 


DEMITRI 


-109b- 

FORWARD 


J. TALBAIN 
ANAKARIS 


ROUNDHOUSE 


SASQUATCH 
L. RAPTOR 
MORRIGAN 


FELICIA 


BISHAMON 


RIKUO 


VICTOR 


5 HIT AIR CHAIN CORNER COMBO 


ADVANCED / 40% 


DEMITRI 


-89b- 

SHORT 


J. TALBAIN 


FORWARD 


ANAKARIS 
SASQUATCH 
L. RAPTOR 


MORRIGAN 


FELICIA 


BISHAMON 

RIKUO 

VICTOR 


-139b- 

-<59b- 

-£>%- 

-13 Sb- 

ROUNDHOUSE 

JAB 

STRONG 

F1ERCE 











ADVANCED / 57% 


DEMITRl O 


J. TALBAIN O 


<1^*- + ROUNDHOUSE 


ANAKARIS O 












/4foXrqe&3 


SASQUATCH O 


VICTOR 


ROUNDHOUSE 


< \\. *<OfNi V,r 


wnml H I 




8 HIT AIR CHAIN SPECIAL COMBO 


ADVANCED / 48% 


-»4-* + ANY PUNCH 


FORWARD 


A\iiahm 




<5 HIT AIR CHAIN CORNER COMBO 


DEMITRl 


J. TALBAIN 


ANAKARIS 


raris^l^l 




SASQUATCH 


L RAPTOR 


MORRIGAN 


FELICIA 


BISHAMON 


RIKUO 


VICTOR 


DEMITRl 

X 

J. TALBAIN 

X 

ANAKARIS 

O 

SASQUATCH 

X 

L. RAPTOR 

X 

MORRIGAN 

X 

FELICIA 

X 

BISHAMON 

O 

RIKUO 

X 

VICTOR 

O 


L. RAPTOR 

O 

MORRIGAN 

O 

FELICIA 

O 

BISHAMON 

O 

RIKUO 

O 



COMBOS 

11 HIT CORNER SPECIAL COMBO 


DEMITRl 



DEMITR1 



<5 HIT AIR CHAIN CORNER COMBO 


EXPERT / $8°/o 


DEMITRI X 


TRONG ROUNDHOUSE 


J. TALBAIN X 
ANAKARIS O 
SASQUATCH O ' 
L. RAPTOR X |jj| 
MORRIGAN X 
FELICIA X 
BISHAMON O 
RIKUO X 
VICTOR O ! 


JAB 


<5 HIT AIR CHAIN CORNER COMBO 


EXPERT / <51% 


DEMITRI X 


J. TALBAIN X 


ROUNDHOUSE 


STRONG 


STRONG 


IT ROUNDHOUSE 


ANAKARIS O 
SASQUATCH O ” 

L. RAPTOR X Vr 
MORRIGAN X 
FELICIA X 
BISHAMON O 
RIKUO X 


VICTOR O 


8 HIT AIR CHAIN CORNER COMBO 
ADVANCED / <57% 


DEMITRI X 


J. TALBAIN X 
ANAKARIS O 
SASQUATCH O 
L. RAPTOR X 
MORRIGAN X 
FELICIA X 
BISHAMON O 


FORWARD 


tc* 


RIKUO X 


VICTOR O 


ROUNDHOUSE 


to 


<5 HIT AIR CHAIN CORNER COMBO 


DEMITRI X 


J. TALBAIN X 
ANAKARIS O 
SASQUATCH O 
L. RAPTOR X 
MORRIGAN X 
FELICIA X 
BISHAMON O 
RIKUO X 




* 7 ' ,4i«/(aris' ! 'iiit2i 

\ *4 ' 


£^ 0 ' Askant 




VICTOR O 

















STRATEGIES 



JUMP-IN FAKE OUT 


JUMP-IN CHEESE 


REVERSAL 


ANY KICK 


FORWARD 


DASH-IN STRATEGY 


ANTI-AIR MOVES 


“*' 4 ' + 

ANY PUNCH 


FORWARD 


When Dashing, gnab unexpecting oppo¬ 
nents , on penfoRm a Midnight Funy fon 
euen raone damage. Use a loco Roundhouse 
on Demon CnadLe fon the neuensal. 


Demitni’s Fonwanb kick and 

Demon Cnadle one excellent 

anti-ain attacks. 


As one of the most well noun ded chanac- 
tens in DankStaLkens, Demltni is equally 
eff ective fon elthen the noolce on the 
expent. SpeciaL Moue common ds ane identi¬ 
cal to that of Ryu fnom Capcom *s Stneet 
Flghten II (f ineball and uppencut motion ), 
making him easy to pick up. In addition, 
Demitni’s pouoenful attacks and simple chain 
combos make him a fonmldabLe opponent.. 

Demitni’s best offense 1s the Chaos Flane. 
Both gnound and ain Chaos Flanes tnauel the 
length of the scneen making it difficult fon 
opponents to appnoac h. With this, he can 
set up his game by tuning playens to jump in 
at him. As soon as the opponent jumps 
tocoands him, elthen a standing foncoand 
kick on a Demon Cnadle can be used to 
counten. This stnategy, when done enough , 
is sune to annoy just about anyone. In addi¬ 
tion, Demltni can also haue two pnojectiles 
on scneen at once, one high Chaos Flane and 
one Louo Chaos Flane to funthen add to the 
mix. 

Fon chanactens cuith effectioe methods 
fon dealing aolth pnojectiles, such as Victon 
on Felicia, you should be mone cautious and 
tny not to thnow too many f inebaLLs. The 
sapen Chaos Flane can be aeny effective 
against othen pnojectile chanactens . If pen- 
fonmed eanly enough , it will take out the 
opponents pnojectile and hit the opponent 
befone they can necouen. The supen Chaos 
Flane can aLso be done in the ain as anothen 
method of sunpnise. 

PossibLy one of Demitni’s most uensatile 
mooes is the dash. Flnst of all, a diagonal 
(Demon Cnadle on diagonal supen Demon 
CnadLe can be penfonmed fnom elthen the 
fnont on back dash. Second, the speed at 


which it tnaueLs pnooldes a gneat camou¬ 
flage fon eithen a Bat Dioe, a Negatioe 
Stolen on a Midnight Pleasune. Finally, It 
passes thnough pnojectlLes easiLy. This dash, 
if used pnopenLy, can be the basis of 
Demitni’s game, quickly dashing backwands 
and fonwands coaxing youn opponent to 
mistakenLy walk into a diagonaL Demon 
CnadLe. Demitni’s dash aLso aLLocns him to 
pass thnough youn opponent’s chanacten 
(spnlte); if used connectly , this cnoss-up can 
be penfonmed as youn opponent is nising 
fnom a fall to confuse them into guessing 
uohich dinectlon to bLock an incoming attack. 

Though not ueny useful in most cases, 
the Bat Spin can easily fool an opponent tny- 
ing to hit you out of the ain. Simply jump at 
the opponent, and nathen than hitting an 
attack while coming down , Bat Spin at the 
height of youn jump. If youn opponent tn les 
to hit you in the ain, you should thnow off 
theln timing with the Spin and hit them 
uohlLe they ane stuck in theln attack anima¬ 
tion. With the supen Bat Spin, this becomes 
even mone painful. 

GUARD REVERSAL 

BLOCK ANY PUNCH 


Jump in LDlth a late fonwanb and foLLom it up with a thxzoiv to make up defensiue 
playens. If youn opponent anticipates youn cheese, thnorn out a low noundhouse 
on penfonm a Bat Spin at the height of youn jump fon the neuensal. 


DEMITRI 











.JON TALBAIN 







NAME 

JON TALBAIN 

TIME PERIOD 
1940 A.D. 

HEIGHT 
<5 ft. 1 f 12 - 

WEIGHT 
1^4 Lbs. 

ORIGIN 

ENGLAND 




jl 




M 

i 



L 






















IP COLOR WIN/LOSS PORTRAITS 2P COLOR 


DRAW TIME OVER 


DASH •» DASH «- 


WIN 1 


SHOCKED STABBED 


GRAB MISS 

i ai -: v m 


CURSED BURNED 


SPIRIT HOLD POISONED 


TRIPPED 


SLICED 








DASHING JUMPING CROUCHING CLOSE STANDING 





ATTACKS 

JAB STRONG FIERCE SHORT FORWARD ROUNDHOUSE 


DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK 



JAB STRONG FIERCE SHORT FORWARD ROUNDHOUSE 


DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK 




FORWARD ROUNDHOUSE 


SHORT 


FIERCE 


STRONG 


DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOC- 

6% L 7% L 6% +10% H/L 5% L 9% H/L 12% L 


JAB STRONG FIERCE SHORT FORWARD ROUNDHOUSE 


DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLO 



JAB STRONG FIERCE SHORT FORWARD ROUNDHOU5 


DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BL 



18 





















<rO R -» + STRONG OR FIERCE 


DAMAGE 


BLOCK 


VARIABLE 


BLOCK 

H/L/A 


BLOCK 

H/L/A 


Y PUNCH) 


BLOCK 

H/L 


***-+ ANY PUNCH (* + ANY PUNCH) 


DAMAGE 
20% 4- 15% 


BLOCK 

H/L 


+ ANY PUNCH 


DAMAGE 


BLOCK 


JAB-13%, STRONG-15%, FIERCE-!5% 


JUMP + ANY PUNCH (* + ANY PUNCH) 


DAMAGE 


BLOCK 


DAMAGE 


BLOCK 


JAB-15%, STRONG-8% x2, FIERCE-6% x3 


DAMAGE 

BLOCK 

JAB-13%, STRONG-15%, FIERCE-15% H/L/A 

iV: V 

h; ■^ !Mi 

DAMAGE 

|| t T.JfS ’ 3 ’ M fv > 

BLOCK 

JAB-15%, STRONG-8% > 

c2, FIERCE-6% x3 H/L/A 

rV:%' 3 V * • 

IS fe ,:! fc a . i, 

I PlJjF * jj - p[;| -F «| - 1 



* i-i. a 


JUMP t + STRONG OR FIERCE 

DAMAGE 

BLOCK 

VARIABLE 

NA 

'*&y* *y 


*|^.* f f 

PUll 

4<t + ANY KICK 

DAMAGE 

BLOCK 

15% or 12% 

ggygk * 

jf A 

% m "i s' m t 

. *4r 

m 







Nivaivi Nor 


DEMITRI O 
J. TALBAIN O 
ANAKARIS O 
SASQUATCH O 
L. RAPTOR 


SHORT 

o-jj 

MORRIGAN oil VJ f I*’ $ 

$3^ jihi- ■ * * 
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J. TALBAIN O 
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ANY PUNCH 
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SHORT SHORT 
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Jon TaLbaln fs pnobably Che best chanacten 
pon new DankStalkens playens since his spe¬ 
cial mooes ane both Rolling motions, as uoeLL as 
change motions. His speed, and numenous spe¬ 
cial mooes make him a healthy choice pon both 
the nouice and the fighting fanatic. 

Since Jon doesn’t haoe many un-counten- 
able techniques, it is impontant to use his 
speed to youR adoanfage. For this Reason, 
dashing is vital. A dashing pORCuand kick pol- 
locoed by eltheR a Climbing Rozor or a gRab 
leaoes little time pon r eaction, foncing yoaR 
opponent to guess. On a speed setting of 
Thnee, yo or opponent’s neaction time is almost 
cat in halp, giving you even mo Re op an adoan- 
tage. 

It is also possible to dash behind the oppo¬ 
nent 60 h lie they ane Rising pnom a knockdown 
and catch them with a chain. Howeven, 
against expeRlenced playeRS, a thRow is less 
often coanteRed than a chain and should be 
moRe pReqaently used. 

Talbain’s main advantage against pnojec- 
tiles is the ability to coalk Right andeR them. 

At close Range, Jon can easily slip andeR a 
piReball and combo the opponent cohile they 
QRe Recouening. This tactic alone ponces yoaR 
Rlual to ResoRt to otheR methods poR keeping 
yoa away. Once the pRojectlles stop, ResoRt to 
otheR methods to poRce anotheR piReball 
onslaught (namely a bannage of thnows and 
poking attacks). 

The gnoand Luna’s HammeR is peRhaps Jon 
Talbain’s best attack poR the patient tuntle. 

The qalck RecoueRy allocos him to sapely peck 
acoay at the opponent’s enengy ban and build 
op youR sapeR gauge simultaneously. The 
Lana’s HammeR can also be chained to combos 
poR even mone damage. When powened up, use 
the sapeR Lana’s HammeR in a combo, and 

DASH BEHIND FAKE-OUT 


STRATEGIES 


change its dinectlon often the pinst hit so that 
it juggles yoaR pallen opponent. This can 
become veny aggnavating fon youn opponent, 
so use it as often as possible. When jumping 
in, Jon can chain a diagonal downwand aln 
Lana’s HammeR apteR a jumping fonwand kick 
poR two hits. When powened up, this does 
even mone damage. 

Jon’s Climbing Razon, standing shont, and 
low fience ane all effective moves against a 
jumping opponent. E ven though the fience and 
shont ane ideal fon the beginnen to use, they 
can be coanteRed by centain chanactens and 
should be substituted poR Jon’s Climbing Razon 
if possible. The Climbing Razon can be chained 
to combos, and can be done often standing 
attacks poR that added insult because it has no 
change time. Penfonming a shont Climbing 
Razon doesn’t tnauel poRtoand, bat Rathen 
leaues Jon in the same place he stanted, so it’s 
a gneat way to build up youR special gauge 
against a slow opponent. 

Though Jon isn’t in the top bnacket op chan- 
actens on the Ranking chant, it is possible to 
depeat even the top seeded chanactens cuith 
him. This might not be easy, bat with pnactice 
and detenmination, this DankStaLken can 
become the deadliest op poes. 

GUARD REVERSAL 


BLOCK ANY PUNCH 



FIREBALL COUNTER 


ROUNDHOUSE ROUNDHOUSE 



Tnip the opponent coith Roundhouse and 
immediately dash behind them. Then polloco 
up coith eltheR a Roundhouse or a chain. 



-» FORWARD ANY PUNCH 


At close Range, it is possible to walk unden 
the enemy’s pineball and combo cohile they 
ane still in necoveny. 


AIR TWO-IN-ONE 

FORWARD AIMY PUNCH 



7ny jumping on the the opponent 
with an eanly fonmand and then 
2-in-l into an aln Lana’s Hammen. 



j imm\ 


ANTI-AIR MOVE 

FIERCE 


4/1 + 

ANY KICK 


Both the Climbing Razon and 
low fience ane ideaL fon inten- 
cepting a jumping opponent. 


ANNOYANCE 

4- + JAB 

(BLOCK RETALIATION) 

■ . f -jut y mr , * 
fit - -4 


E&f 

****** 

Jon can immediately necouen 
fnom the jab Luna’s Hammen. Use 
this technique against tuntles. 


JON TALBAIN 
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NAME 

VICTOR VON 
GERDENHEIM 

TIME PERIOD 
1830 A.D. 

HEIGHT 
8 ft. 1 fra. 

WEIGHT 
307 Lbs. 

ORIGIN 

GERMANY 
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Vf ctor is peRhaps Che most poweRful cha«- 
acter in DaRkSCalkeRS in teRras of Che damage 
he inflicts. Hfs bRuCe fORce fs hfs only Real 
tueapon, and when muLClpLe blows are chained 
togethen Victor can really cause some 
headaches. 

Victor not only has standard attack moues, 
bciC aLso elecCRlf fed aCCacks. Holding Che pnop- 
eR attack button down Ion gen than normal 
allows VicCor Co electrify hfs attacks. The 
elecCRlf fed attacks take off sllghCly moRe dam¬ 
age, and knock down your opponent. 
Unfortunately, only Victor’s CROuchlng f fence 
electric punch can be chained lnCo a combo, 
and woRks gneaC as an anCf alR moue if pen- 
fORmed eatzly. 

VicCor lacks a f or wand dash moue, so geC- 
ting in close can become quite a task. It’s besC 
Co stick out attacks alternating between nor¬ 
mal punches and kicks and elecCRlf fed punches 
and kicks Co geC youn opponenC Co waLk lnCo 
them. If successful, you r opponent will pnoba- 
bly opt to play a long range game, hurling flRe- 
balls aC projectile-less Victor. Once you’ue got¬ 
ten your opponent to Chls polnC, anticipate 
their f lReballs and slide unden Chem wfCh a 
GfgabusCeR, or a close GlgahammeR. These 
moues haue fnames of anlmaCfon whene the 
seemingly large Victor can pass under mosC 
projectiles. Once you’ve gotten your opponent 
on the ground, try sticking out an early 
crouching roundhouse so that Victor’s heel 
stnfkes Che opponent as they Rise, forcing your 
opponent to block. This fs aery hand Co 
Reuense, and when done agafnsC head strong 
opponents determined to reuerse it wfCh an 
uppercut moue, usually ends up in your fauor 
cofCh more damage done to your opponent from 
failed Cnfes. As a uanfaClon, stick out an early 
standing f fence punch, so Chat Che end of 
Victor’s fist fs jusC banely ouer your rising 



FIREBALL COUNTER 

CHARGE + 

' Dsn 


ANY KICK 


ANY PUNCH 


l ^ * Lkmit jOV' m Jp Demitif 



A properly Cfmed GfgaBusCen or 
GfgaHammen fs VIcCors’ besC defense 
agafnsC f lneball happy opponenCs. 


ANTI-AIR MOVES 


ROUNDHOUSE 


HOLD 

FIERCE 



^ + 
ANY KICK 

m 



STRATEGIES 

opponenCs head. If Chey don’C waLk lnCo Chls one 
Cnylng Co neuense fC, Chey’ne usually fonced Co 
Cake a blocking posfClon. 

Because Victor Lacks a projectile, he’s 
fonced Co play a game of defense, keeping oppo¬ 
nenCs away wfCh one Cwo punches and attacks 
waiting for a chance to come in wfCh a damag¬ 
ing chain combo. UnCfl Che golden opportunity 
arises, Victor’s Gigabomb fs hfs besC defense to 
keep opponenCs fnom jumping fn — fC animates 
fasC and fs easy to perform. 

Once Victor has gotten fnsfde your oppo¬ 
nent’s defenses, immediately land a chain 
combo because Victor’s damage ratio fs much 
hfghen wfCh a mulCl hfC combination than it fs 
wfCh a simple Chnow. MasCenfng chain combos 
wfCh Victor fs ufCaL Co hfs ouerall game, and is 
penhaps hfs blggesC aduanCage — especially on 
laRgeR opponenCs like Anakanfs, who fs open 
game Co VicCor’s alR combo onslaughC. VicCor 
can also alR chain on smaller characters, but 
it requires expert timing. 

Ouerall, Victor fs an easy character to pick 
up and haue fun wfCh, buC becomes euen better 
with a IfCCle Cfme and patience. Making him 
effectiue is easy, making him unstoppable 
RequfRes skill. 

GUARD REVERSAL 

'i' K 4- 

BLOCK ANY KICK 


1 
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CHEESE STRATEGY 

REVERSAL 

(-OR-* + STRONG 
ROUNDHOUSE qr FIERCE 

ROUNDHOUSE 



come in with a late Roundhouse, and foLLoco ft up 
with a throw for an easy cheese. Repeat step one 
followed with low roundhouse for the variation. 




TRADE 

ROUNDHOUSE 


FOLLOW UP 


B i» 6 ; 


An eaRly Roundhouse or elecCRlf fed f feRce 
xmch aRe ideal foR knocking youR opponenC 
fRom Che alR. For a lasC mfnuCe anCl-alR 
attack, use VicCors* GlgaBomb. 




Because of VictoRS* Reach, a low roundhouse 
under a ffneball Tnade glues him the uppeR 
hand. While youR opponent fs Rising, follow 
them up with a Ffence, this is hand to ReoeRSf 
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NAME 


LORD RAPTOR 

TIME PERIOD 
1889 A.D. 

HEIGHT 
^ ft. lO in. 

WEIGHT 
8 <5 Lbs. 

ORIGIN 

AUSTRALIA 
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JUMPING (HOLD DOWN) JUMPING CROUCHING STANDING(Hold Totuands) STANDING 



FORWARD ROUNDHOUS 


SHORT 


FIERCE 


STRONG 


DAMAGE BLOCK - DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLO 


DAMAGE BLOCK 


ATI 

lACKS 

■ u 

► 

1 % 4 1 

«-f m «MI 

,'^m % >' 

..urn * it 1 * 

JAB 

STRONG 

FIERCE 

SHORT 

FORWARD 

ROUNDHOUSE 

DAMAGE BLOCK DAMAGE BLOCK 

DAMAGE BLOCK 

DAMAGE BLOCK 

DAMAGE BLOCK 

DAMAGE BLOCK 

1 

O 

-P 

H/L 9% H/L 

3% + 15% H/L 

7% L 

12% H/L 

15% H/L 



PS? 

QjlGL 




■%% •• ~ ~ iiriirii i n niirr nrrnii • mm 

JAB STRONG 

FIERCE 


SHORT 

FORWARD 

ROUNDHOUSE 

DAMAGE BLOCK DAMAGE 

BLOCK 

DAMAGE 

BLOCK 

DAMAGE BLOCK 

DAMAGE BLOCK 

DAMAGE BLOCI 

8% H/L 12% 

H/L 

3%+3%+15% 

H/L 

7% L 

12% H/L 

15% OR 13% H/L 

* - >*Mfc > 

1 ■ i fL$Ufc 
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cr: _ 
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sub di jmMBHHI 



Mfc 


JAB 

STRONG 

FIERCE 

SHORT FORWARD 

ROUNDHOUSE 

DAMAGE BLOCK 

DAMAGE BLOCK 

DAMAGE BLOCK 

DAMAGE BLOCK DAMAGE BLOCK 

DAMAGE BLOC 

6% H/L 

8% H/L 

16% H/L 

6% L 11% L 

12% OR 13% L 
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<-OR-»-FORWARD OR ROUNDHOUSE 
DAMAGE BLOCK 


«- OR + STRONG OR FIERCE 


DAMAGE 


BLOCK 


VARIABLE NA 


VARIABLE 


+ ANY KICK 

(WHILE OPPONENT IS DOWN) 


JUMP t + STRONG OR FIERCE 


DAMAGE 


BLOCK 


DAMAGE 


BLOCK 

NA 


VARIABLE 


JUMP 4,*«-+ ANY KICK 


DAMAGE 


BLOCK 


*v**" : + STRONG OR FIERCE 


DAMAGE 


BLOCK 


VARIABLE 


+ ANY KICK 


DAMAGE 


BLOCK 
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LORD RAPTOR 











































LORD RAPTOR 



A HIT JUMP-IN CHAIN COMBO 


NOVICE / AO°A> 


ROUNDHOUSE 


FORWARD 


FORWARD 


$ HIT JUMP-IN CHAIN COMBO 
NOVICE / AA°/o 


FORWARD 


A HIT JUMP-IN CHAIN COMBO 


DEMITRI 


- 13 %- 

ROUNDHOUSE 


J. TALBAIN 
ANAKARIS 


SASQUATCH 
L. RAPTOR 


MORRIGAN 


FELICIA 


BISHAMON 


RIKUO 


VICTOR 


<5 JUMP-IN CHAIN COMBO 


FORWARD 


Mom%cb\ 

to iv '• 


A HIT JUMP-IN COMBO 


DEMITRI 


- 13 %- 
4 * ^ + 

ANY KICK 


J. TALBAIN 


FORWARD 


ANAKARIS 


SASQUATCH 
L. RAPTOR 


MORRIGAN 


FELICIA 


BISHAMON 


VICTOR 


DEMITRI 

O 

J. TALBAIN 

O 

ANAKARIS 

O 

SASQUATCH 

O 

L. RAPTOR 

O 

MORRIGAN 

o' 

FELICIA 

O 

BISHAMON 

O 

.1 _ a 

RIKUO 

o 

VICTOR 

o j 


DEMITRI 

O 

J. TALBAIN 

O 

ANAKARIS 

O 

SASQUATCH O 

L. RAPTOR 

O 

MORRIGAN 

O 

FELICIA 

O 

BISHAMON 

O 

RIKUO 

O 

VICTOR 

O 


DEMITRI 

O i 

J. TALBAIN 

O 

ANAKARIS 

O 

SASQUATCH 

o' 

L. RAPTOR 

O 

MORRIGAN 

O ) 

FELICIA 

O 

BISHAMON 

o 

RIKUO 

o 

VICTOR 

Oi 





















COMBOS 


<5 HIT CHAIN CORNER COMBO 


ROUNDHOUSE 


(Ifoirigan L®. 


r. 


7 HIT JUMP-IN CORNER COMBO 


ADVANCED / 50% 


DEMITRI O 


J. TALBAIN O 


FORWARD 


SHORT 


ANAKARiS O 


SASQUATCH O 
L. RAPTOR O 


MORRIGAN O 


FELICIA 


BISHAMON O 


RIKUO O 


VICTOR O 


VICTOR 


DEMITRI 

O 

J. TALBAIN 

O 

ANAKARIS 

O 

SASQUATCH O 1 

L. RAPTOR 

O 

MORRIGAN 

O 

FELICIA 

O 

BISHAMON 

O 

RIKUO 

O 

VICTOR 

o! 


LORD RAPTOR 

















LORD RAPTOR 



COMBOS 


7 HIT JUMP-IN/PURSUIT COMBO 


DEMITRI O 


- 11 %- 

FORWARD 


4-t + 

ANY KICK 


J. TALBAIN 


ANY KICK 


ANAKARIS 
SASQUATCH 
L. RAPTOR 
MORR1CAN 
FELICIA 
BISHAMON 
RIKUO 


VICTOR 


7 HIT JUMP-IN AIR CHAIN COMBO 
EXPERT / 


FORWARD 




hakaris 


^ CJT AnakqMs 


flHxJkllim s £ 


<5 HIT JUMP-IN SPECIAL COMBO 


40% 


ANY KICK 


FORWARD 


15 JUMP-IN/PURSUIT COMBO 


DEMITRI 


- 21 %- 
t 4^ T 

ANY KICK 


J. TALBAIN 
ANAKARIS 
SASQUATCH 
L. RAPTOR 
MORRIGAN 
FELICIA 
BISHAMON 
RIKUO 


ANY KICK 


FORWARD 


VICTOR O 


DEMITRI 

X 

J. TALBAIN 

X 

ANAKARIS 

o 

SASQUATCH 

X 

L. RAPTOR 

X 

MORRIGAN 

X 

FELICIA 

X 

BISHAMON 

X 

RIKUO 

X 

VICTOR 

o 


1 1 WmatKKmm 

DEMITRI 

X 

J. TALBAIN 

X 

ANAKARIS 

o 

SASQUATCH 

X 

L. RAPTOR 

X 

MORRIGAN 

X 

FELICIA 

X 

BISHAMON 

X 

RIKUO 

X 

VICTOR 

o 















STRATEGIES 


lng cnouch move. These sfmpLe tactics awe excel¬ 
lent fon adding to his non-pRedictability. Quickly 
dashing tocoaRds and acoay fRora youR opponent 
poking at them coith long Range attacks is gneat 
fOR antagonizing youR Rlual, and foRClng them to 
eitheR take the defensioe and tRy to leaRn youR 
patteRns, or angeRS them into wanting to take the 
initiative and come in with attacks of thelR own. 
In eitheR case, it*s best to mix RaptoR’s Hell’s Gate 
telepont in with youR onslaught of poking attacks. 
The Hell’s Gate can be contRolled by vanning the 
leoel of button used foR the move. It’s best to 
come up with a simple pattenn of appeaRlng in 
fRont or behind youR opponent at a safe distance, 
then immediately follocoing it up coith anotheR 
Hell’s Gate, only this time appeaRlng Right next to 
youR opponent (eitheR in fRont of on behind) and 
Rushing in foR the easy cheese gnab, or quick 
chain combo. When tRoubled against fineball 
opponents, dash in or telepoRt in with a loco 
Roundhouse, this move, if timed coRRectly, easily 
passes undenneath most oncoming pRojectlles. 

OueRall, LoRd RaptoR is one of DaRkStalkeRS* 
funest chanacteRS to play. His laRge RepeRtolRe 
Of moves and attacks make him ideal foR the 
stRategic gameR. FlRSt timeRS might find him a 
bit unoRthodox, but coho said a punk Rockin’ zom¬ 
bie had to be tnaditionall 


Lond RaptoR is one of the most aggnessive 
chanactens in DaRkStalkeRS. Since most of his 
attacks do not deal much damage, his best method 
foR victony is a constant assault. RaptoR’s 
biggest pRoblem is against keep acoay chaRacteRS 
like VlctoR and Bishamon. 

RaptoR’s main focus is getting close to the 
opponent, cohene he is the most effectioe. Fnom 
medium Range, holding tocoaRds coith stRong and 
Roundhouse senoe as gReaf cooeR cohlle coalklng 
fORcoand. Constantly poking youR opponent coith 
these two attacks should slocoly foRce them to 
I block. Once you manage to get close, use low fon- 
zoand to antagonize them. If they block this move, 
follow up coith eitheR a loco Roundhouse to tnip 
them or a holdlng-tocoands f ieRce. Aooid chaining 
these mooes onto the loco foncoand since a small 
gap in timing is necessany to allow youn opponent 
to countenattack ~ 


Once the opponent is in feaR of 
being hit, use his supeR thRoco foR extRa damage. 

LoRd RaptoR’s stRong cohlle holding docon is 
pnobably the best attack foR jumping tocoaRds the 
opponent. The supenb Range can often be used as 
an openeR foR a long distance combo, (hold-docon 
stnong, loco foncoand, hold-tocoands f ieRce) which 
moRks on most laRge chaRacteRS. AnotheR good 
use foR this move is coith RaptoR’s vertical jump. 
When done in fRont of the opponent, it fORces 
them to block high cohen you aRe aiRboRne. You 
can then mix this up coith a loco Roundhouse to 
tfanoco them off. 

For defense against jumping opponents, low 
fience should be used at close Range and a hold- 
tocoaRds Roundhouse should be used at a distance. 
Both, if timed coRRectly, shield RaptoR’s body 
fnom an incoming attack. RaptoR’s Death 
'-feiRRicane and supeR Death Voltage can aLso be 
used; hocoeoeR, they aRe not pnactical cohen used 
against the fasten jumping chanactens. 

RaptoR’s biggest game is peRhaps his unpRe- 
dictability, because he wonks well in both the ain, 
and on the gnound. RaptoR has a fORcoaRd and 
backcoand aiR and gnound dash, added to his coalk- 


GUARD REVERSAL 


ANY KICK 


JUMPING-IN 


ANTI-AIR MOVES 


ANY KICK 


ROUNDHOUSE 


ROUNDHOUSE 


l&riitrL, 


Wimm 


(hold docon) 
Stnong is a 
gneat attack 
f on jumping at 
the opponent. 

SURPRISE TACTICS 


Keep youR opponent at bay 
coith (hold tocoands) Stnong 
on slide under* finebalLs 
coith Roundhouse. 


Loco Fience should be used foR opponents 
dinectly aboue, and Standing Roundhouse 
should be used at a distance. For extRa 
damage, tRy the Death Voltage. 


REVERSALS 


CLOSE RANGE STRATEGY 


4 / + 

ANY KICK 


ROUNDHOUSE 


FORWARD 


For a quick cheese, immedi 
ately folloco up the Heirs 
Gate coith a gRab. 


At close Range, folloco up a loco fonwand with a gnab to set 
up up youn opponent fon eitheR a (hold tocoaRds) FieRce or 
a Roundhouse ReueRsal. 


i 



\ 

t 

l 

i 

: 


1 ; 


I 



LORD RAPTOR 











MORRIGAN 



NAME 

MORRIGAN 

AENSLAND 

TIME PERIOD 


1(578 A.D. 

HEIGHT 
£ ft. 7 in. 

WEIGHT 
128 Lbs. 

ORIGIN 

SCOTLAND 


i : Sf 
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MORRIGAN 



























FORWARD ROUNDHOUSE 

BLOCK 


STRONG FIERCE SHORT 

DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK 

11% H/L 15% H/L 6% L 


JAB 

DAMAGE BLOCK 

6% H/L 


DAMAGE 

15% OR 13% H/L 


DAMAGE BLOCK 


FORWARD ROUNDHOUSE 

DAMAGE BLOCK DAMAGE BLOC 

11% H/L 6% x 4 H/L 


SHORT 


FIERCE 


STRONG 


JAB 

DAMAGE BLOCK 

5% H/L 


FORWARD ROUNDHOUSE 

BLOC 


JAB STRONG FIERCE SHORT 

DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE 

3%v9 H/L 11% H/L 12% H/L 6% L 11% 


BLOCK DAMAGE 

H/L 13% 


DAMAGE 


FORWARD ROUNDHOUS 


SHORT 


FIERCE 


JAB STRONG 

DAMAGE BLOCK DAMAGE 

6% OR 7% H/A 11% 


DAMAGE BLO 


BLOCK DAMAGE BLOCK DAMAGE BLOCK 

H/A 6% OR 9% H/A 8% OR 11% H/A 9% OR 12% H 


BLOCK DAMAGE 

H/A 12% 


DAMAGE 

BLOCK 

DAMAGE 

BLOCK 

DAMAGE 

BLOCK 

DAMAGE ! 

9% 

H/L 

11% OR 12% 

H/L 

6% 

L 

11% 































ULADE SHELL KICK MOON IKALLK 



+ STRONG OR FIERCE 
DAMAGE BLOCK 

*E VARIABLE NA 


«- OR + STRONG OR FIERCE 


BLOCK 

NA 


DAMAGE 


VARIABLE 


JUMP 4^<- + ANY KICK 


BLOCK 

H/L 


OAMAGE 
3% x3 


ANY KICK (+ANY KICK) (SPECIAL) 

DAMAGE BLO 


VARIABLE 


+ ANY PUNCH 


BLOCK 


DAMAGE 


4^-» + ANY PUNCH 


BLOCK 


DAMAGE 


DAMAGE 


JAB, JAB, SHORT, FIERCE 


Ink ‘’ 

JUMP t + ANY PUNCH 

DAMAGE BLOCK 

12% H/L/A 


BLOCK 

H/L 


DAMAGE 


BLOCK 


DAMAGE 


'MsM'm 


a 


HL 

P 

■ 


DAMAGE 

3% x3 + 5% x4 



i3 


MORRIGAN 





















MORRIGAN 



IN COMBO 


SASQUATCH O t 
L. RAPTOR O 
MORRIGAN O 


FELICIA O 


BISHAMON O 


RIKUO O 


VICTOR O 


S HIT JUMP-IN CHAIN COMBO 


NOVICE / 44% 


4 HIT JUMP-IN CHAIN COMBO 
NOVICE / 42% 


ROUNDHOUSE 


FORWARD 


HIT SPECIAL COMBO 
NOVICE / X + 18% 


VARIABLE 


ANY KICK (+ANY KICK) 


ANAKARIS O 


SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 


mm 


FELICIA O 


BISHAMON O 


RIKUO O 


VICTOR O 


CONTD 


ROUNDHOUSE 


Mimgan 


\o\lfomgwi 


ptrigan 


'Morrigan 


DEMITRI 

O Ml 


NOVICE / 29% 


J. TALBAIN 

o 

- 12 %- 


-11 %- 
^ + 

ANAKARIS 

o 

»—ama 

FIERCE 

SHORT 

wrmm-y. rw 

JAB 


DEMITRI 

O 

J. TALBAIN 

O 

ANAKARIS 

O 

SASQUATCH O j 

L. RAPTOR 

o; 

MORRIGAN 

O 

FELICIA 

O 

BISHAMON 

O 

RIKUO 

O 

VICTOR 

O 


DEMITRI 

o 

J. TALBAIN 

O 

ANAKARIS 

O 

SASQUATCH O 1 

L. RAPTOR 

O 3 

MORRIGAN 

O 

FELICIA 

O 

BISHAMON 

O 

RIKUO 

° 

VICTOR 

of 



-3% x2- 

-ii%- 


JAB 

STRONG 


DEMITRI 

O 

J. TALBAIN 

O 












5 HIT JUMP-IN CHAIN COMBO 
NOVICE / 59% 


DEMITRI O 
TALBAIN O 
.NAKARIS O 
\SQUATCH O 
L RAPTOR O 


ROUNDHOUSE 


lORRIGAN O 
FELICIA O 
BISHAMON O 
R1KUO O 


VICTOR O 


4 HIT JUMP-IN CHAIN COMBO 
NOVICE / 39% 


DEMITRI O 
J. TALBAIN O 
ANAKARIS O 
SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 
FELICIA O 
BISHAMON O 
RIKUO O 
VICTOR O 


ROUNDHOUSE 


4 HIT JUMP-IN CHAIN COMBO 
NOVICE / 38% 


DEMITRI O 


J. TALBAIN O 
ANAKARIS O 
SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 
FELICIA O 
BISHAMON O 
RIKUO O 


VICTOR O 


p%f in if/ 

12 HIT DASHING CORNER SPECIAL COMBO 
ADVANCED / 35% 


DEMITRI O 
TALBAIN O 
ANAKARIS O S' 
-.SQUATCH O 
L RAPTOR O 
ORRIGAN O 
FELICIA O 
SSHAMON O 
RIKUO O 


3°/ox3+S°/ox4 
-> 4* N + 
ANY PUNCH 


-3°/o *3- 
i^ + 

ANY KICK 


Jfyakaris 




^lakaris'^ 


/fyiafcaris 


/tiakaris 


/hiakaris 


VICTOR O 


Jfyakaris 


/biakcms^ I 








45 


MORRIGAN 










MORR1GAN 



7 HIT DASHING CHAIN COMBO 
ADVANCED / SO°h 

-3% x3- -6°/o- 

ANY KICK SHORT 


DEMITRI 
J. TALBAIN 
ANAKARIS 
SASQUATCH 
L. RAPTOR 
MORR1GAN 
FELICIA 
BISHAMON 
RIKUO 
VICTOR 


-11%- -13 %- 

FORWARD ROUNDHOUSE 


8 HIT CROSS-UP COMBO 
EXPERT / 47% 


DEMITRI X 
J. TALBAIN X 
ANAKARIS O 
SASQUATCH X )( 
L. RAPTOR X 
MORR1GAN X 
FELICIA X 
BISHAMON X 


FORWARD 


RIKUO X 
VICTOR O 


CONTD 


ROUNDHOUSE 


FORWARD 


19 HIT JUMP-IN AIR CHAIN SPECIAL COMBO 
EXPERT / S2Pk> 

1 <%>- -3°/o x3- 

4 /+ 

PONG ANY KICK 


DEMITRI X 
J. TALBAIN X 
ANAKARIS O 
SASQUATCH X & 
L. RAPTOR X 
MORRIGAN X 
FELICIA X 
BISHAMON X 
RIKUO X 
VICTOR O 


7X 













i 



<5 HIT DASHING CORNER COMBO 


psp 


- 11 %- 
4 « ^ + 

ANY PUNCH 


TALBA1N 

XAXARIS 


O ANY PUNCH 


jfnakaris 


Aiiakam 


/fliakans^\ 


Alia kans 


3QUATCH 
_ RAPTOR 


3HAMON 


STRATEGIES 


eRly timed. HeR cLose Roundhouse hits a total of 
foun times, and can be chained in a combo, or 
attached afteR heR special. oalkyRie tcmn. Though 
it may not be ueny damaging, it adds insult to 
injuuy. , , ^ ^ ^ 


MoRRigan’s high/Lou? game is by faR the dead¬ 
liest in the DaRkStalkens. An expenienced playeR 
can easily make any type of Resistance seem 
futile. The fRap is set coith a couple of standing 
shouts. Once they begin to block lou>, quickly dash 
coith a stuong and then foltoco up coith a chain 
combo that knocks them docon. As they stand up. 
Repeat the shoRf kicks, but this time go into a loco 
Roundhouse instead of a dash. Noco that you haoe 
them guessing, you ane almost guauanteed to hit 
half the time. MoRe expeRlenced players may 
choose to add a shell kick onto the dashing stRong 
and then a peRfORm a Dattkness Illusion instead of 
a chain combo. AnotheR gReat tRlck to add into 
the mix is a quick cross oueR cohich can be done 
out of the dash. While the opponent is Rising, 
quickly dash oueR them, hold back and pRess fOR- 
coaud. This can also be follocoed up by a chain 
combo. Follocoing euen this simple game plan easl- 
Ly pRooes MoRRlgan is not only the Queen of the 
Night, but peuhaps the best oueuall chauacteu in 
DaukStalkeus. 

GUARD REVERSAL 

BLOCK ANY PUNCH 


attacks they might tuy to use as paut of thein 
jaeese patteRn. 

At close Range, MoRRlgan’s loco Roundhouse 
ips undeu f lReballs and knocks docon the oppo- 
:ent. Loco foRcoaRd also has supeRloR Range and is 
3est if follocoed by a Soul Fist to pash the opponent 
lack. MoRRlgan’s standing Roundhouse is also a 
wealthy alteRnatloe fOR an anti aiu attack if pnop- 


COUNTER 


ANTI-AIR 


REVERSALS 


CLOSE RANGE STRATEGY 


ANY PUNCH 


+ 

FORWARD 


ROUNDHOUSE 


ROUNDHOUSE 


Use a close Round 
house fOR the 
fineball counteu. 


Use the Shadoto 
Blade to knock 
acoay opponents. 










NAME 

ANAKAR1S 

TIME PERIOD 


HEIGHT 
8 ft. 9 in 

WEIGHT 
18 oz. - 
1212 lbs. 

ORIGIN 

EGYPT 
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SK«ck! 


FORWARD ROUNDHOUSE 


SHORT 


JAB STRONG FIERCE 

BLOCK BLOCK BLOCK BLOCK BLOCK BLOCK 


^_4)iakans 


FORWARD ROUNDHOUSE 


SHORT 


I FIERCE 

ILOCK BLOCf 

H/A H/A 




JUMP 4/+ANY KICK 

JUMP *+ANY KICK 

■* + FORWARD 

i block 

- BLOCK 

1 block 
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DAMAGE 


DAMAGE 


JUMP + ANY PUNCH 


+ ANY PUNCH 


BLOCK 


BLOCK 


/toaftaris 


4^-» + ANY KICK 


+ ANY PUNCH 


BLOCK 


BLOCK 


ALL THREE PUNCHES OR KICKS 


BLOCK 
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ANA KARIS 





11^1 


MORRIGAN O 
FELICIA O 
BISHAMON O 


RIKUO 

VICTOR 


DEMITR1 O 


J. TALBAIN O 
ANAKARIS O 
SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 
FELICIA O 
BISHAMON O 


IUMP * + 
k.NY KICK 


RIKUO 

VICTOR 


4 HIT JUMP-IN CHAIN COMBO 


DEM1TRI O 


-7°/o- 

JUMP * + 
ANY KICK 


J. TALBAIN O 


ANAKARIS O 
SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 
FELICIA O 


BISHAMON O 


RIKUO 


VICTOR 





NOVICE / 50% __ J 
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4 HIT JUMP-IN CHAIN COMBO 

■HNflfcl »AV-i>?M=a 


DEMITRI O 
l TALBAIN O 
ANAKARIS O 
SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 
FELICIA O 


JUMP * + 
ANY KICK 


ROUNDHOUSE 


BISHAMON O 


RIKUO O 
VICTOR O 


4 HIT DASHING CHAIN COMBO 


DEMITRI O 
J. TALBAIN O 
ANAKARIS O 
SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 


ANY PUNCH 


FELICIA 


BISHAMON O 


RIKUO 

VICTOR 


S HIT JUMP-IN CHAIN COMBO 


DEMITRI O 
TALBAIN O 
ANAKARIS O 
ASQUATCH O 
L RAPTOR O 


119b + 9°/a 


-Z°/o- 

JUMP * + 
ANY KICK 


ANY PUNCH 


CORRIGAN O ''/0Q 
FELICIA O ^ 
BISHAMON O 
RIKUO O 
VICTOR O rjf* 


SIW>IVNV 



































ANAKARIS 



fORLOattd, loco woanbhouse chain combo. Any 
othen chain combo Leaues Anakarls suscepCl- 
bLe Co a guard reoersal. 

For Chose coho don't mind spending time 
figuning out a difficult character, Anakarls 
fs a good choice. 

GUARD REVERSAL 

+ 

BLOCK ANY PUNCH 


Anakarls Is possibly Che most complex 
character* In DarkSCalkers, and Is Cherefore 
noC Recommended fou the beg! nneu. WlCh 
many obscure attacks to choose from, one 
should practice different attacks in uarious 
situations to figure out specific Ranges and 
Clmlng. Anakarls’ besC aCCrlbuCe Is Che^ ablllCy 
Co effecCloely flghC In elCher a defensloe oh 
offenslue scenario. His greaCesC coeakness Is 
agalnsC grabs. Since he Is Che only charac- 
CeR colChouC a close Range grab, he ofCen falls 
uictim to cheese. For many, defeating a 
skilled Anakarls player Is a difficult Cask. 

The key Co success colCh Anakarls Is Che 
PhaRaoh’s CuRse. Though 1C mlghC noC seem 
ChaC pocoerful, this moue slocoly annoys the 
opponent, poncing them to attack you. The 
Sarcophagus Slam has Che same Cype of 
annoying effect on opponents. Hocoeuer, 1C 
shouldn’C be used as much as Che pharaoh’s 
Curse since Ic leaoes you uulnenable. 

Once the bait has been set, you can easily 
explolC Che opponent with a oarleCy of 
attacks. Loco forcoard colli keep acoay 
anyone Crying Co approach you by fooC. If flj 
Chey jump, use loco sCrong Co 
hlC Chem from far acoay. ^ 

From close range, loco . 
fierce. BoCh of Chese 

attacks reach preCCy ^ 

far, protecting the main ' 

body from an incoming 

attack. The Walk Of The igMpPjr''- 

SalnC Is most effectiue on a 
rising opponenC since Chls Is a 
Clme Chey are likely Co block 

loco. ImmedlaCely after landing The Walk, fol- 
loco up colCh elCher a sCandlng fierce or a 
long snake. This one-Ccoo surprisingly catch¬ 
es many players. Once Chey catch on and 


roundhouse. Noco you’ll haoe Chem guessing 
hoco Co block. On speed 3, lC’s Impossible Co 
react. AnoCher coay Co catch the opponent 
ducking is to dart at them colCh Che Holy 
Pyramid repeaCedly. The f IrsC Clme you 
attack, the opponent might block high buC 
Chey scolCch Co loco Co aoold Che ChreaC of a 
chain combo. Noco Chey are lefC open for a 
anoCher quick Holy Pyramid cohlch can noco 
be follocoed by a chain. FurCher 
hlgh/loco game requires Che use of 
loco floaClng attacks. Once float - O 

Ing at a loco leuel, you can poke ML 

Che enemy colCh elCher sCrong or 
fierce and protect yourself from 
jumps colCh Che forcoard or round- 
house kicks. 

AgalnsC projectile characters, 

Ic Is possible Co anticipate a fire- 
ball and elCher drop a |§ 

Sarcophagus on Chelr head, dash j 

under colCh a loco sCrong, or p|. •, 

Grand Wrap Chem from nearly 
screen lengCh. The Void can be ^ lo¬ 

used Co capture fireballs. NoC 
only does Chls annoy the opponent, 
but afCer collecting two or more, you can 


fire out Chelr super fireball colCh 
ReCrlbuClon. 

When Anakarls Is In danger of being 
cheesed, Che besC defense Is Che loco jab, loco 













ANNOYANCE 

'l' + 

ANY PUNCH 


ANTI-AIR MOVE 


£ 5 *k jjemm 


To [once youn 
opponent to 
attack, ase the 
Phanaoh’s Cunse 
nepeatebLy. 


Use Lota S tnong to coanteR 
ponents jumping fnom a dis- 
jnce. Lota Fience if they ane 
binectiy above you. 


FLOATING 


looting stnong 
an be extneme- 
Ly effective 
against oppo¬ 
nents who often 
back. 


\f timeb con 


If caught in the ain, block and 
immediately counten with a 
Ffence. Euen though this can 
be blocked, not too many play- 
ens expect it. 


Since many tend to block loco 
aften the initial Holy Pynamib, 
you can easily catch youn 
opponent off guanb with 
anothen quick one. 


WALK OF THE SAINT | 

FORWARD FIERCE 

----- |l 
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NAME 

FELICIA 

TIME PERIOD 


1 9(57 A.D 

HEIGHT 
$ ft. <5 fn 

WEIGHT 
12.8 lbs. 

ORIGIN 

AMERICA 





IP COLOR WIN/LOSS PORTRAITS 2P COLOR 


CURSED 


3 IRIT HOLD POISONED 


DASH 


DASH -* 


CROUCHING 













DASHING JUMPING CROUCHING CLOSE STANDING 



FORWARD ROUNDHOUSE 


SHORT 


FIERCE 


STRONG 


DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK 

6% H/L 7%+ 4% H/L 3%+3%+13% H/L 7% H/L 11% H/L 


FIERCE SHORT FORWARD ROUNDHOUfa 

DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOC 

11% H/L 4% L 9% H/L 12% L 


STRONG 


DAMAGE BLOCK DAMAGE BLOCK 

6% L 7% H/L 


FORWARD ROUNDHOUSi 


SHORT 


FIERCE 


STRONG 


DAMAGE BLOCK DAMAGE BLC 

8% H/A 2% + 11% H, 


DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK 

7% H/A 7% + 4% H/A 12% H/A 6% H/A 


FIERCE 


JAB STRONG 

DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK 

7% H/A 7% + 4% H/A 12% H/A 6% H/A 8% H/A 


DAMAGE BLO 
2% +11% H 


iV^ 


v mu* m 

'a JvwUa' ft ' 

























DANCING FLASH SPECIAL DELTA KICK \ SPECIAL t HANDSPLAHH 



4-OR-* + forward or roundhouse 


*OR-> + STRONG OR FIERCE 


DAMAGE BLOCK 

VARIABLE NA 


BLOCK 


+ FORWARD OR ROUNDHOUSE 


+ ANY KICK 


BLOCK 


DAMAGE 


mm m- ^ block 

m mmmmmrnm' 12% OR 11 % OR 6% - wmmmmm 


DAMAGE 


+ ANY PUNCH 
(RAPIDLY TAP PUNCH) 


+ ANY PUNCH (+PUNCH) 


+ ANY KICK 

DAMAGE 

7% + 11% + 7% 


DAMAGE 


BLOCK 


BLOCK 


DAMAGE 


BLOCK 


DAMAGE 


BLOCK 


DAMAGE 


BLOCK 


mmmm- damage BLOCK 

4% x5 + 4% H/L 


**-»«-**ALL THREE PUNCHES (SPECIAL) 


BLOCK 


DAMAGE 


DAMAGE 

BLOCK 

ARIABLE 

NA 
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FELICIA 



3 HIT JUMP-IN COMBO 




NOVICE / 239b 


-s%- 

FORWARD 


+ 

ANY KICK 


DEMITRI 

o 

J. TALBAIN 

O 

ANAKARIS 

O 

SASQUATCH O 

L. RAPTOR 

O 

MORRIGAN 

O 

FELICIA 

Oi 

BISHAMON 

O 

RIKUO 

O 

VICTOR 

O 



4 HIT JUMP-IN CHAIN COMBO 


NOVICE / 339b 


DEMITRI O 


J. TALBAIN O 
ANAKARIS O 
SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 
FELICIA O 
BISHAMON O 
RIKUO O 


ROUNDHOUSE 


FORWARD 


VICTOR O 


3 HIT JUMP-IN CHAIN COMBO 


NOVICE 


DEMITRI 


J. TALBAIN O 
ANAKARIS O 
SASQUATCH O 
L. RAPTOR O'-*| 
MORRIGAN O^ 
FELICIA O ^ 
BISHAMON O 
RIKUO O 


ROUNDHOUSE 


FORWARD 


FORWARD 


VICTOR O 


3 HIT JUMP-IN CHAIN COMBO 


NOVICE / 389b 


DEMITRI O 


J. TALBAIN O 
ANAKARIS O 
SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 
FELICIA O 
BISHAMON O 
RIKUO O 


ROUNDHOUSE 


FORWARD 


VICTOR O 


G HIT JUMP-IN COMBO 


ADVANCED / 369b 


DEMITRI O 


J. TALBAIN O 
ANAKARIS O 


ANY PUNCH (RAPIDLY TAP PUNCH) 


FORWARD 


SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 
FELICIA O 
BISHAMON O 


RIKUO O 


VICTOR O 


60 









(5 HIT CROSS-UP COMBO 
ADVANCED / 41% 


DEM1TRI X 


l TALBAIN X 
ANAKARIS O 
5ASQUATCH X 
L RAPTOR X 
MORRIGAN X 


ROUNDHOUSE 


FORWARD 


FORWARD 


filicia 


FELICIA X 


BISHAMON X 


RIKUO X 
VICTOR O 
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FELICIA 



mmm 


7 HIT JUMP-IN AIR CHAIN COMBO 
EXPERT / 49% 


DEMITRI X 


J. TALBAIN X 
ANAKARIS O 
SASQUATCH X * 
L. RAPTOR X 
MORR1GAN X | 
FELICIA X « 
BISHAMON X 
RIKUO X 


ROUNDHOUSE 


VICTOR O 


8 HIT AIR CHAIN CORNER COMBO 
EXPERT / <51% 


DEMITRI X 
J. TALBAIN X 
ANAKARIS O 
SASQUATCH X 
L. RAPTOR X 
MORRIGAN X 
FELICIA X (p 
BISHAMON X ~ 
RIKUO X 
VICTOR O 


ROUNDHOUSE 


cnL'sisa 


- 22 %- 
4- *-» + 

ROUNDHOUSE 


FORWARD 


DEMITRI X 


J. TALBAIN X 
ANAKARIS O 


SASQUATCH X 
L. RAPTOR X 
MORRIGAN X 
FELICIA X 


BISHAMON X 
RIKUO X 


VICTOR X 




-2% + 11%- 

-6°/o- 

SHORT 

JAB 

ROUNDHOUSE 

JAB 








One of Felicia's best kept secnets fs hen 
infinite RoLllng Scnatch combo. Though ft 
mainly coonks on Anakanis, it can ( timing is 
highly stnessed hene) be done on some of the 
other* Lange chanactens in DankStalkens. 

Stant f«om a foot scoeep’s distance away (in 
the Conner*) and begin the RolLing Scnatch 
moue so that it hits Anakanis as Loco as possi¬ 
ble, napidLy tapping punch. If timed night 
.vou’U Land berone Anakanis does. Once on the 


Felicia is DankStalkens’ coeakest chanacten 
seconding to tounnament nanklngs) but don’t 
aunt hen out just yet! Hen feLlne shenani- 
;ans can become too much fon some oppo- 
lents, and if pLayed night, pnoues that toun- 
zament nanklngs don’t mean a thing in the 
leat of battLe. 

Penhaps the best technique fon infuuiating 
joan foe is the Sand SpLash. The noundhouse 
tension pnouides maximum nange cohlle poco¬ 
ining up youn speclaL gauge quickLy. In most 
ases, this should tempt youn opponent to 


you'll Land befone Anakanis does 
gnound quickly (quickly!) penfonm anotheu 
Rolling Scnatch moue, napidLy tapping punch, 


this shouLd juggle Anakanis back up. Again you 
shouLd Land befone Anakanis, and nepeat the 


mp at you, at cohich time they can be easily 
ntencepted by a Loco f fence, close shont on 
iose noundhouse. 

Against pnojectile chanactens, FeLicia's 
7 oiling Back Claco and Dancing Flash ane uital 
zo ensune success. Fnom the length of the 
seneen, eithen of these mooes can noLL night 
jnden a f inebaLL and tag the opponent cohiLe 
they ane stiLL in uecoueuy. Keep in mind, you 
nust anticipate thein actions to use this tech* 
Tique successfuLLy. Though the Delta Kick can 
jiso be used in this situation, it is not necom- 
nended due to the lack of damage it inflicts. 

Felicias dash is yet anothen handy tnick 
ion coeanlng docon the opponent’s defenses. 
Tie most commonly used tactic is to dash 
Mth a fioncoand kick and immediately folLoco 
-y coith eithen a gnab on a Delta Kick. Since 
ou ane tuying to confuse youn nloaL, it is a 
rood idea to gnab them only on the inltiaL 
attempt. Once the enemy is in fean of being 
hnocon and tnles to neoense, you can nail 
Oiem coith the Delta Kick. Dashing behind a 


RolLing Scnatch juggle. Felicia coiLL pocoen up 
duning this combo and hen RoLLlng Scnatch 
moue coiLl hit moue than noumally, so it is 
necessany to ne-adjust youn timing. If suc¬ 


cessful, you can completely coipe out Anakanis* 
enengy ban. The necond of hits hene at the 
of f ice stands at 56, and yes, tuuho buttons 
ane necomraended. 

Ooenall, Felicia is a pnetty solid chanacten. 
She’s not a chanacten you coould coant to pick in 
a gnudge match, but one you might coant to use 
against the local chumps. The fact that Felicia 
is nanked on the Locoest tlen is upsetting, but is 
no neason to ooenlook this uambunctious feline. 


GUARD REVERSAL 


± + 
ANY KICK 


REVERSAL 


DASH-IN 


ANTI-AIR MOVES 


+ 

FORWARD 


ROUNDHOUSE 


Confuse the opponent by dashing in coith a 
foncoand and then folLocolng up coith eithen 
a gnab on a DeLta Kick. 

DASH BEHIND ANNOYANCE 

->-> any punch 


Close Shont, Close Roundhouse, and Low 
Fience ane all gneat countens against 
jumping opponents. 


COUNTER 


FIREBALL COUNTERS 


4* 4»+ALL 

3 PUNCHES 


4 ^ + 

ANY PUNCH 


ROUNDHOUSE 


The Sand Splash fs 
Felicia's best 
method fon antago¬ 
nizing the opponent. 


Dash behind a nfs* 
lng opponent and 
folloto up cofth a 
chain combo. 


Loco Roundhouse fs 
a gneat f inebaLL 
counten at close 
nange. 


Anticipate a pnojectile and noLl 
under* cofth eithen a Rolling 
Back Claw on a Dancing FLash. 























BISHAMON 
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NAM E 
BISHAMON 

TIM E PERIOD 
1(573 A.D. 

HEIGHT 

<5 ft. 2 in. 

WEIGHT 
132 Lbs. 

ORIGIN 

JAPAN 























fm- 




Dl'.r.V/ 

*E1 l^i 1 •“, ^i'/>*f.i, 1 

i' 1 1 ®® : i 

2p»i 

™?^wT 

r I *1 

I { a. I 

k|L I 

I m i* 



l^^r^l^r-. 'V 

Vp 'r^V>r-. I 

J, ; ;H ~ 

I 

£__ _: 

il^SU 

■« 


OASrT-'...!. 



Syr^B^r 0*5 


I Tf\w* v> >i ’- • | 




i A 


M %] 


i^P COLOIi 


r I J mli' '■ ' BhI 


hORSI /(& 

Bv k 1 

sa MriMraBBsar . -£&Kl Fs^B 

ft i^pivi M—m rM 

i‘i' ofc.% WjS|§. ■§» 



r^ GllAij i 

j\V2£ZM^M 

i- 


jiv ' 





1 d 


"Tinfenn 




■jH jPBgSS>l 




!wpSj 



jppr* 



9 £ .JP^" 11 


hmhilJ 


BISHAMON 
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ATTACKS 


FORWARD ROUNDHOUSE 


SHORT 


FIERCE 


STRONG 


DAMAGE BLOCK DAMAGE BLOCK 


DAMAGE BLOCK DAMAGE * BLOCK DAMAGE BLOCK DAMAGE BLOCK 

7 % . H/L 13%+3%+3% H/L 15%+3%+3% H/L 7% L 


FORWARD ROUNDHOUSE 


SHORT 


FIERCE 


STRONG 


DAMAGE BLOCK DAMAGE 


DAMAGE BLOCK 


DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK 

7 % H/L 13%+3%+3% H/L 15%+3%+3% H/L 


FORWARD ROUNDHOUS 


SHORT 


FIERCE 


STRONG 


BLOCK DAMAGE BLOCK DAMAGE 


DAMAGE ! BLOCK - DAMAGE 

7% ‘ H/L 12% 


FORWARD ROUNDHOUf 


SHORT 


FIERCE 


STRONG 


BLOCK DAMAGE BLOCK DAMAGE 


DAMAGE BLOCK- DAMAGE BLOCK DAMAGE 

11%+11% H/A 13% H/A 8 % 


DAMAGE BLOCK 


Wm, ■ j- 

JAB STRONG 

FIERCE 

SHORT 

FORWARD 

ROUNDHOUSE 

r~% * * * a /^r oi . 

Rl nrK DAMAGE * BLOCK 

DAMAGE BLOCK 

DAMAGE BLOCK 

DAMAGE BLOCK 

DAMAGE BLUL 

UAmnUt DLwv^lx lyruvinvu. 

11% H/L 13% H/L 

15% H/L 

7% H/L 

MHK)% H/L 

12% H/L 


*vl 

KPyfc 

'L ml 

r ^5 


fJl 


ISSR^ ft 

HK : fa * j 
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«- OR + STRONG OR FIERCE 


DAMAGE 


BLOCK 


JUMP t*-» + ANY PUNCH 

DAMAGE 


BLOCK 


H/L/A 


+-~ANY PUNCH 


BLOCK 

NA 


DAMAGE 


BLOCK 


DAMAGE 


ARIABLE 


>: * 

^ 

/ 

V>Vi ’ ■ 

►sli 



sm** 


_ _I 

—— > + 

ANY KICK 

BLOCK 

+ 5% x2 + 11% + 5% L 
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BISHAMON 



4 HIT JUMP-IN CHAIN COMBO 


DEMITRl O 


-1 S°/o- 

ROUNDHOUSE 


J. TALBAIN O 
ANAKARIS O 


FORWARD 


SASQUATCH O 
L. RAPTOR O 
MORR1GAN O 
FELICIA O 
BISHAMON O 
RIKUO O 


VICTOR O 





4 HIT JUMP-IN CHAIN COMBO 


DEMITRl O 


-15%- 

ROUNDHOUSE 


J. TALBAIN O 
ANAKARIS O 
SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 
FELICIA O 
BISHAMON O 
RIKUO O 


VICTOR O 


4 HIT JUMP-IN CHAIN COMBO 


DEMITRl O 


J. TALBAIN O -\S9h- 

ANAKARIS O ROUNDHOUSE 
SASQUATCH O <' vBPSRsaS 
L. RAPTOR O • \ ^Bggia» 

MORRIGAN O • ’ 

FELICIA O 

BISHAMON O jfe,y ffl sJL 
RIKUO O *T > -‘ if 111 1 Ijr' 


ROUNDHOUSE 


VICTOR O 


4 HIT JUMP-IN CHAIN COMBO 


DEMITRl O 


J. TALBAIN O 


FORWARD 


ANAKARIS O 
SASQUATCH O 
if L. RAPTOR O 
MORRIGAN O 
FELICIA O 
BISHAMON O 
RIKUO O 




VICTOR O 


4 HIT JUMP-IN CHAIN COMBO 


DEMITRl O 


J. TALBAIN O 
ANAKARIS O 
SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 


ROUNDHOUSE 


FORWARD 


FELICIA O 
BISHAMON O 
RIKUO O 


VICTOR O 











DEMITRI O 


J. TALBAIN O 


FORWARD 


ANAKARIS O 
SASQUATCH O 
L. RAPTOR O 


MORR1GAN O 


FELICIA O 




BISHAMON O 


RIKUO O 
VICTOR O 


S HIT JUMP-IN CHAIN COMBO 


DEMITRI O 
J. TALBAIN O 
ANAKARIS O 
SASQUATCH O 
L. RAPTOR O 


FORWARD 


MORRIGAN O 


FELICIA O 


BISHAMON O 


RIKUO O 


VICTOR O 
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BISHAMON 



<5 HIT JUMP-IN SPECIAL COMBO 



DEMITRl 


VARIABLE 


J. TALBAIN O 
ANAKARIS O 
SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 
FELICIA O 
BISHAMON O 
RIKUO O 


FORWARD 


VICTOR O 


I WM 


4 HIT CROSS-UP COMBO 



DEMITRl X 


J. TALBAIN X 
ANAKARIS O 
SASQUATCH X y 
L. RAPTOR X jty 
MORRIGAN X 
FELICIA X ^ 
BISHAMON O 
RIKUO X 
VICTOR O i |h 


t 





5 HIT CROSS-UP COMBO 
EXPERT / 419fe 


DEMITRl X 


). TALBAIN X 
ANAKARIS O 
SASQUATCH X 
L. RAPTOR X 
MORRIGAN X 
FELICIA X 
BISHAMON O 
RIKUO X 


FORWARD 


4mHar. ’non 


,*JLV ' >$$5 IsAamoii 


A- yfBishamon 


Jis/iamori 


'jjjjRtehamori, 


VICTOR O 


$ HIT CROSS-UP COMBO 



DEMITRl X 


J. TALBAIN X 
ANAKARIS O 
SASQUATCH X 
L. RAPTOR X 
MORRIGAN X 
FELICIA X 
BISHAMON O 
RIKUO X 




Sti * 1 * 1 


VICTOR 
















othen moues. You can eithen neel youn opponent 
In and polLoco up coith an uppencut, on gnab youn 
swond back slicing youn opponent into two 
haLues in Che pnocess. Eithen uppencutting youn 
opponent on cutting them in two inflicts a sub¬ 
stantial amount of enengy. The Haneyalba can 
aLso be chained onto small combos. 

When fighting fineball happy opponents, tny 
cutting thnough the pinebaLls coith Blshamon’s 
I aigini. He has two uaniations of this moue, a 
high and loco laigini. Ip timed night, the loco 
laigini can pass undenneath pinebalLs, hitting 
youn opponent in exchange, and cohen in close, 
the high I aigini not only cuts thnough most 
oncoming pnojectiles but youn opponent as coell. 
The supen I aigini (high and loco) hits thnee 
times, inflicting a gneat amount of damage , and 
has a Reach of neanly half the scneen. 

An easy pattenn to use against sloco oppo¬ 
nents is to dash in and Kinisutegomen . This colli 
catch them by sunpnise, and colli set them up 
expecting anothen dashing cheese, only this 
time nepeat the dash but come in colth a stand¬ 
ing shont. The shont hits Loco, and should stop 
any incoming opponents tnying to penfonm 
thein thnow fins t. \f successful , coaste no time 
and immediately poLLoco the shont colth a chain 
combo. 

Bish amon also has an uppencut moue which 
doubles as his get up moue , and as his guand 
neoensal moue. Simply penfonm a standand 
Dnagon Punch motion (tocoand, docon, docon 
tocoand) and any punch button. Timing is the 
key. 

Ouena LL, Bishamon is best pLayed patiently, 
like a cobna waiting to stnike. His excellent 
stniking Range alLocos him to land simple thnee 
hit chain combos fnom nonmally-out-of-nange 
distances. Penfecting Bishamon’s chain combos 
is tnuly the key to playing him successfully , pon 
each attack inflicts a tnemendous amount of 
damage. 


Bish amon is penhaps the second handest 
zh anacten to masten next to Anakanis. 

Bish amon is a powenful chanacten, and plays 
zvell when pinessed. 

Bishamon has six standand attacks, all of 
oohich senoe a purpose in centain situations. 

For example, Blshamon’s cnouching fience not 
only senues as a long nange attack, but if timed 
night can pass undenneath pinebaLls, stniking 
youn opponent cohlle they’ne stuck in thein pine- 
ball animation. To funthen add to his complexi¬ 
ties, holding poncoand aLlots Bishamon six mone 
attacks. His holdlng-tocoands attacks genenally 
add mone nange to his ouenall stniking distance. 

The Ranges of each attack should be canefal¬ 
ly scnutinized, pon Bishamon’s gneatest oppense 
is his tnusty katana. Because Bishamon lacks an 
uppencut moue (except cohen Rising fnom a paLL) 
a standing stnong attack is ideaL pon knocking 
opponents fnom the ain. Penfonming a poncoand 
dash pollocoed by a stnong also coonks coell 
against ainbonne opponents out of nange. 

When in close, tny to anticipate youn oppo¬ 
nent’s pinebaLls by jumping stnaight up pollocoed 
by a Roundhouse, which stnlkes at an angle to 
catch youn opponent in thein pinebalL animation. 
Blshamon’s nange shouLd aLLoco enough time pon 
the pinebaLl to pass undenneath. 

Bishamon has tcoo sLoco pnojectiles, 

Mukunopujl and his Haneyalba. Should elthen of 
the two connect, youn opponent becomes tem- 
ponanily stunned allowing you a follow up 
attack. The actual Mukunopujl, and Haneyalba 
inflict little if any damage. It’s best to combine 
the two attacks by pinst stunning youn opponent 
colth a Mukunopujl, pollocoed by a Haneyalba, and 
untapped up colth a pinlshing moue like the 
Tsujlhayate. 

The Mukunopujl must be penponmed in the 
ain, and the leoel op punch button used deten- 
mines the angle at which the pnojectlle tnauels. 
This coonks effectiuely as a keep away moue 
because of its plexible nange. 

Bishamon’s Haneyalba can lead into thnee 


ANTI-FIREBALL MOVE 


FIREBALL COUNTERS 


4- CHARGE -» 
ANY PUNCH 


<- CHARGE -» + 
ANY KICK 




>£$.sAamon', 


JisAojpon' 


•hamon 


+ 

ANY PUNCH 


Use a simple dash in s tnategy to mix up youn opponent. Dash in and 
thnoco youn opponent to stunt the pattenn. FoLloco this up colth a 

neoensal, and nepeat. 


BISHAMON 




























RIKUO 
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FORWARD ROUNDHOUSE 


SHORT 


FIERCE 


STRONG 


BLOCK 


DAMAGE BLOCK DAMAGE BLOCK DAMAGE 


DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK 

6% H/L 8% +6% H/L 15% OR 13% H/L 


FORWARD ROUNDHOUSE 

BLOCK DAMAGE BLOCK DAMAGE BLOO 

L 6% + 7% L 15% L 


FIERCE 


STRONG 


BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE 

H/L 6% + 6% H/L 12% H/L 7% 


DAMAGE 


FORWARD ROUNDHOUSE 


SHORT 


FIERCE 


STRONG 


DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOC 

15% H/A 9% H/A 11% OR 9% H/A 13% H/A 


DAMAGE BLOCK DAMAGE BLOCK 


JAB STRONG 

FIERCE 

SHORT 

FORWARD 

ROUNDHOUSE 

DAMAGE BLOCK DAMAGE BLOCK 

6% H/L 8% + 6% H/L 

■■■■■ block 

15% OR 13% H/L 

DAMAGE BLOCK 

7% H/L 

DAMAGE BLOCK 

12% H/L 

DAMAGE block 

13% H/L 
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JAB 

il—I 1 — — 

STRONG FIERCE 

SHORT FORWARD 

ROUNDHOUSE 


DAMAGE 

BLOCK DAMAGE 

BLOCK DAMAGE BLOCK 

DAMAGE BLOCK DAMAGE BLOCK 

DAMAGE BLOO 


6% 

H/L 6% + 6% 

H/L 12% H/L 

7% L 6% + 7% L 

15% L 




















































LAND FISHER 



-—— 


«- OR ■* + STRONG OR FIERCE 


BLOCK 


DAMAGE 


VARIABLE 


+ ANY PUNCH 


->^4, + ALL THREE PUNCHES OR KICKS 


BLOCK 


DAMAGE 


BLOCK 


DAMAGE 


<-■* + ANY PUNCH 


+ ANY KICK 


mmmmrnmmmm--' block 

Jr JAB- 7% x4, STRONG- 7% x3, FIERCE- 7% x3 H/L 


BLOCK 


DAMAGE 


DAMAGE 



DAMAGE 

BLOCK 

SHORT-15%, FORWARD-16%, ROUNDHOUSE- 17% H/L 
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DAMAGE 



SHORT-18%, FORWARD-19%, ROUNDHOUSE- 20% 

H/L 
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mm 

.... ... 

hh|ih|| 

+ STRONG OR FIERCE 

BLOCK 


"7* 


NA 

-JM9 
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FORWARD OR ROUNDHOUSE 


mm* 


DAMAGE BLOCK 
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VARIABLE NA 
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RJKUO 



2 HIT JUGGLE COMBO 
NOVICE / 2S°fo 


ROUNDHOUSE 


\dUith XpX 


FELICIA 


BISHAMON O 


RIKUO 


VICTOR 


DEMITRI O 
J. TALBAIN O 
ANAKARIS O 
SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 

_ i5 • 

FEL1CIA ° 
BISHAMON O 
RIKUO O 
VICTOR O ttjlftj 


FORWARD 


4 HIT JUMP-IN CHAIN COMBO 


NOVICE / 429b 


DEMITRI O 

J. TALBAIN O -1 S°/o- 

ANAKARIS O FIERCE 

SASQUATCH O 

L. RAPTOR O >>•(• - 

MORRIGAN » 


ROUNDHOUSE 


FELICIA O 


BISHAMON O 


RIKUO O 
VICTOR O 


4 HIT JUMP-IN CHAIN COMBO 


DEMITRI O 
J. TALBAIN O 
ANAKARIS O 


ROUNDHOUSE 


FORWARD 


-<5°/o- 

-13 %- 


J. TALBAI 

IN 

O 

-89b- 

+ 

STRONG 

ROUNDHOUSE 


ANAKAR 

IS 

o 

ANY PUNCH 






























COMBOS 


4 HIT JUMP-IN CHAIN COMBO 


NOVICE / 29% 


FORWARD 




DEM1TRI O 


J. TALBAIN O 
ANAKARIS O 


SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 


FELICIA O 


BISHAMON O 


RIKUO O 
VICTOR O 


4 HIT JUMP-IN CHAIN COMBO 


NOVICE / 48% 


DEMITRI O 
J. TALBAIN O 
ANAKARIS O 


ROUNDHOUSE 


FORWARD 




SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 


FELICIA O 


BISHAMON O 


RIKUO O 


VICTOR O 


8 HIT JUMP-IN SPECIAL COMBO 


ADVANCED / 


FORWARD 



-<5°/o- ~8°/o- 

* - - 

-13%- 

FIERCE 

JAB STRONG 


U _ /’ 


DEMITRI 

O 

J. TALBAIN 

O 

ANAKARIS 

O 

SASQUATCH O 

L. RAPTOR 

O 

MORRIGAN 

° 1 

FELICIA 

O] 

BISHAMON 

1 

o 

RIKUO 

o 

VICTOR 

o 


DEMITRI 

o 

J. TALBAIN 

o 

ANAKARIS 

o 

SASQUATCH 

o 

L. RAPTOR 

o 

MORRIGAN 

o 

FELICIA 

o 

BISHAMON 

o 

RIKUO 

o 

VICTOR 

o 


RIKUO 





















RIKUO 



9 HIT JUMP-IN SPECIAL COMBO 
EXPERT / $5% ■H 


FORWARD 


CONTD 


DEMITRI 

o fit 

J. TALBAIN 

o 

ANAKARIS 

SASQUATCH 

o 

°|>; 

L. RAPTOR 

o % 

MORRIGAN 

o f 

FELICIA 

o 

BISHAMON 

o 

RIKUO 

° 

VICTOR 

oi 


VI 

M 

DEMITRI 

o 

J. TALBAIN 

o 

ANAKARIS 

o 

SASQUATCH O 

L. RAPTOR 

°, 

MORRIGAN 

o 

FELICIA 

o 

BISHAMON 

o 

RIKUO 

° 

VICTOR 

o 























STRATEGIES 


then anticipate the next one and counter* 
with an Aqua Spread. In some cases you will 
end up trading, but they will lose fan more 
energy. Another* trick is to perform an Aqua 
Spread and then push the opponent into it 
with a dashing f fence once they tr*y to step 
out of the way. 

To further add to Rlkuo’s repertoire of 
tricky mooes, he aLso has the Tricky Fish spe¬ 
cial move, 


Rfkuo Is possibly the most unused charac- 
ter* in accades, and Is therefore dlff Icult to 
figure out how to use and to play against. 

One coho understands Rlkuo’s strategy coeLL 
may easily be able to shred through numer¬ 
ous challengers on the surprise factor alone, 

Rlkuo’s key advantage Is cheese. His dash, 
which also goes under fireballs. Is usuaLly 
combined colth fierce and then followed by a 
throw. If the fierce Is blocked, the instanta¬ 
neous grab which follows Is extremely hard 
to auold. The opponent’s best chance to 
counter* this technique Is to take the hit 
prom the fierce and attempt to reuerse with 
a throw. Euen then Rlkuo sometimes gets 
priority. 

A good method for annoying the opponent 
is the Sonic Wane. Euen though it only takes 
off a miniscule amount of energy when 
blocked. It can stop oncoming projectiles as 
well as stop a jumping opponent. This works 
great as a defenslue move: Not only does It 
halt projectlLes as well as your opponent , but 
It opens a window of opportunity for a fol- 
Low up hit. When performed against oppo¬ 
nents jumping In, It’ll stun them In the air 
(this works best with fierce) and can be 
Immediately followed by a Tricky Fish. The 
timing for this one-two combination Is cru¬ 
cial, but well worth the extra effort. 
Per*for*ming the Sonic Wane regularly during 
a round Is a good way to keep your opponent 
back and build up your special gauge. 

The long range Aqua Spread can be helpful 
against players who tend to sit at the other 
end of the screen and throw projectiles. 
Simply match the opponent’s projectiles with 
a Sonic Wane until your special gauge Is full. 


which must be done f rom a back¬ 
wards dash. This works great against 
agg resslue pLayers who like to jump In a lot 
because Rlkuo can perform his Tricky Fish 
move after any of his three hops as he back 
Howeuer, the speed at which It must 


dashes. 

be executed makes It difficult to hit quick 
jumping characters such as Jon Talbaln. 

Other than in combos , Rlkuo’s Screw Jet 
can either be used to hit an opponent after* 
they miss a move or* just to get close after a 
knockdown. In both cases It Is a good Idea to 
use the jab oerslon of this move. The special 
Screw Jet has no adoantages besides added 
damage. 


GUARD REVERSAL 


ANY PUNCH 






COUNTER 


JUMPING-IN 


ANTI-AIR 


ANY KICK 


ANY PUNCH 


When In trouble, dash In 
with a fierce and force a 
block. Follow this up with a 
throw! 


(hen low on time, use th 
fireball trade to Inflict 
more damage than you 
recelue. 


FIREBALL TRADE 


4 ^1 ^ + 

ALL 5 PUNCHES 
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SASQUATCH 



pyMI 


NAME 

SASQUATCH 
TIME PERIOD 


1905 A.D 

HEIGHT 
5 ft. 5 in 

WEIGHT 
597 Lbs. 

ORJGIN 

CANADA 
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SASQIIATCH 



ATTACKS 


FORWARD ROUNDHOUSE 

BLOCK 


SHORT 


FIERCE 


STRONG 


DAMAGE 


DAMAGE BLOCK DAMAGE BLOCK 


DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK 

6% H/L 12% H/L 6% + 11% H/L 


SHORT FORWARD 

DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK 

12% H/L 6%+11% H/L 7% H/L 13% H/L 


FIERCE 


DAMAGE BLOCK 

z 0/ LJ /1 

O 7 0 if / L. 


SHORT FORWARD ROUNDHOUSE 

DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOC 


FIERCE 


STRONG 


DAMAGE BLOCK DAMAGE BLOCK 

5% H/L 10% H/L 6%+11% H/L 


FIERCE SHORT FORWARD ROUNDHOUSE 

DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLOCK DAMAGE BLC 

15% H/A 9% OR 7% H/A 12% OR 9% H/A 3% + 13% H, 


STRONG 


DAMAGE BLOCK DAMAGE BLOCK 

7% H/A 11% H/A 



JAB 


STRONG 

FIERCE 

SHORT 

FORWARD 

ROUNDHOUS; 


DAMAGE 

7% 

BLOCK 

H/A 

DAMAGE 

11% 

BLOCK 

H/A 

DAMAGE BLOCK 

15% H/A 

DAMAGE BLOCK 

9% OR 7% H/A 

DAMAGE BLOCK 

12% OR 9% H/A 

DAMAGE BLO: 

3%+13% H 

1^1 
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DAMAGE 

BLOC- 

13% + 6% 

H/L 
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BIG FREEZER BIG BOMB BIG TOWERS BIG SWING BIG BRUNCH 





ALL THREE PUNCHES 


(SPECIAL) 


BLOCK 

H/L 


DAMAGE 
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SASQUATCH 







DASHING CHEESE COMBO 
NOVICE / 100% 


DEMITRI O 


-VARIABLE- +^L3<X>- 

ROUNDHOUSE ROUNDHOUSE 


-VARIABLE- 
4 '!*<- + 

ROUNDHOUSE 


J. TALBAIN O 


ROUNDHOUSE 


ROUNDHOUSE 


ANAKARIS O 
SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 
FELICIA O 
BISHAMON O 


RIKUO O 
VICTOR O 


VARIABLE 


-VARIABLE- 

+ 

ROUNDHOUSE 


4 + 

ROUNDHOUSE 


ROUNDHOUSE 


DASHING ROUNDHOUSE CHEESE COMBO 
NOVICE / 29% + X 


DEMITRI O 


-VARIABLE- 
4 k'*- + 

ROUNDHOUSE 


-5% + 13%- 
->->■ + 

ROUNDHOUSE 


J. TALBAIN O 
ANAKARIS O 
SASQUATCH O 
L. RAPTOR O ^ 
MORRIGAN oj 
FELICIA O1 


BISHAMON 


RIKUO O 


VICTOR O 


4 HIT JUMP-IN CHAIN COMBO 
NOVICE / 47% 


DEMITRI O 


J. TALBAIN O 
ANAKARIS O 
SASQUATCH O ^ 
L. RAPTOR O ^ 
MORRIGAN O 


ROUNDHOUSE 


FELICIA O 


BISHAMON O 


RIKUO O «* 


VICTOR O 


S HIT DASHING AIR CHAIN COMBO 


ADVANCED / S9% 


DEMITRI O 


-5% + 13%%- 
ROUNDHOUSE 


+ 

ANY KICK 


J. TALBAIN O 
ANAKARIS O 


SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 
FELICIA O 
BISHAMON O 


RIKUO O 
VICTOR O 
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COMBOS 


S HIT CROSS-UP COMBO 


ADVANCED / <51% 


DEMITRI O 


J. TALBAIN O 


ANY KICK 


ROUNDHOUSE 


ANAKARIS O 


SASQUATCH O 
L. RAPTOR O 


VICTOR O 


$ HIT CROSS-UP COMBO 


ADVANCED / 44% 


DEMITRI O 


J. TALBAIN O 


ROUNDHOUSE 


ANAKARIS O 


SASQUATCH O 
L. RAPTOR O 


MORRIGAN O 


FELICIA 


BISHAMON 


RIKUO O 


VICTOR O 


*T 


8 CROSS-UP COMBO 


ROUNDHOUSE 


ANAKARIS O 




3' $as<mitcA‘ 


SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 


FELICIA O 


BISHAMON O 


RIKUO O 


VICTOR O 


ROUNDHOUSE 


it'"-"' 


<5 HIT DASHING AIR CHAIN CORNER COMBO 


ADVANCED / A$% 


DEMITRI O 


J. TALBAIN O 


ANAKARIS O 
SASQUATCH O 
L. RAPTOR O 


MORRIGAN O 


FELICIA O 


BISHAMON O 


RIKUO O 
VICTOR O 


-7°/o- -3°/o + 13%- 

~^9b~ 

->-* 4 - 

JAB ROUNDHOUSE 

JAB 


MORRIGAN 

O 

FELICIA 

° 

BISHAMON 

O 

RIKUO 

o 


DEMITRI O 

ADVANCED / $$9*> 


J. TALBAIN O 

-3% + 13%- -3%- 

-»-» + 

-io%- 


SASQUATCH 






SASQUATCH 



8 HIT DASHING AIR CHAIN COMBO 
ADVANCED / 33% 


DEMITRI O 


J. TALBAIN O 
ANAKARIS O 
SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 


ROUNDHOUSE 




&i*v 


FELICIA O 


BISHAMON O 


RIKUO O 


VICTOR O 


ROUNDHOUSE 




Juftl 


4 HIT CROSS-UP COMBO 


ADVANCED / 39% 


DEMITRI O 
J. TALBAIN O 
ANAKARIS O 
SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 


ROUNDHOUSE 


FELICIA O 
BISHAMON O 
RIKUO O 
VICTOR O 


3 HIT CROSS-UP COMBO 
EXPERT / 33% 


DEMITRI O 
J. TALBAIN O 
ANAKARIS O 
SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 
FELICIA O 


ROUNDHOUSE 


ROUNDHOUSE 


BISHAMON O 


RIKUO O 
VICTOR O 


(5 HIT DASHING AIR CHAIN CORNER COMBO 


DEMITRI O 


J. TALBAIN O 
ANAKARIS O 


SASQUATCH O 
L. RAPTOR O 
MORRIGAN O 


FELICIA O 


BISHAMON 


RIKUO O 
VICTOR O 


-7°/o- 


-3% + 13%- 

-(5% + 11%- 

JAB 


ROUNDHOUSE 

FIERCE 














COMBOS 


7 HIT DASHING AIR CHAIN CORNER COMBO 


NOVICE / <54% 


DEMITRI O 


J. TALBAIN O - 7< - 

ANAKARIS O JA 

SASQUATCH O 
L. RAPTOR O 


STRONG ROUNDHOUSE 


ROUNDHOUSE 


unmans 


manuris 




MORRIGAN O 


FELICIA O 


BISHAMON O 


RIKUO O 


VICTOR O 


STRATEGIES 


fowands you opponent, thnow out an eanly shout 
kick, so that the kick netnacts just befone you 
Land in fnont of youn opponent. This fake shouLd 
fonce yourz opponent to take a blocking stance. 
Once Sasquatch Lands frzom the fake, eat them up 
with a Sig Bnunch cheese. Follow up the Big 
Brzunch with anotherz fonwanb dash, only this 
time perzforzm a low Roundhouse sweep, to mix up 
yourz opponent, and either* make them take anoth¬ 
er* bLockfng position, or walk night into the sweep 
tnying to neuense youn Big Bnunch cheese. If you 
happen to tnip youn opponent with the Round¬ 
house, foLLou* ft up cofth another* dash, only this 
time pr*ess Roundhouse foR the high openeR, youR 
opponent shouLd be in a defensfue CROuchfng posi¬ 
tion expecting a low Roundhouse, this allows you 
to connect high fon the combo openeR. This sfm- 
pLe patteRn wonks gReat, and can become euen 
cheesleR ff you just dash fn culth a Roundhouse, 
foLLouoed by a Big Bnunch as you Land. This pat- 
tenn can usually be Repeated until youn opponent 
nuns out of enengy — ft’s Rathen hand to escape. 


Sasquatch fs one of DaRkStaLkeRS* most 
humoRous chanactens, howeuen don’t Let hfs 
cutesy Looks fooL you, Sasquatch fs aLso an 
extnemely fonmfdabLe chanacten. Hfs potoen and 
agility ane a gneat combination consfdenlng hfs 
monsfROUs size. 

ALL of Sasquatches attacks take off an ampLe 
amount of youR opponent’s enengy. Hfs best antf 
afn attack toouLd be a CROuchfng f fence punch. 
Penfonm ft eanly to swat the opponent fnom the 
afn. The Bfg Typhoon specfaL moue fs not only 
anothen excellent anti afn moue but aLso hfs 
guand neuensal move, and ff timed pnopenly can 
hit multiple times. Wh eneuen possfbLe, tny to 
connect a Big Typhoon fn a combo, ft’s muLtlpLe 
hits make ft extnemely effectfue. When youn 
specfaL ban fs fLashfng, thnow out a sunpnise Big 
Typhoon at youn opponent, its lange stniking anea 
and speed make ft ldeaL. 

Sasquatch’s Least used moue seems to be hfs 
Bfg Totoens. SklLLed playens cofLL want to use this 
moue to thein ad uantage. It’s a quick escape 
fnom most ffnebaLLs when timed night, and aLso 
keeps youn opponent at bay auoiding the follow 
up jump fn attack. 

Sasquatch does haue pnojectlLes, namely hfs 
Bfg Snou>, and Anctfc BLast specfaL moue. The 
leuel of punch buttons used fon the Bfg Snoto 
af feet the Range the snotobaLLs tnauel . The jab 
Bfg Snow wonks best as a fake, and the Ffence Bfg 
Snow wonks best fn combos. When powened up 
with a specfaL ban, dash fn and tny to eat youn 
opponent with a Bfg Bnunch, and Anctfc BLast 
youn fnozen opponent fon majon damage. 

Tny using Sasquatch’s fonioand dash moue to 
set up an offensfue patteRn. As you dash 


GUARD REVERSAL 


ANY KICK 


30 isquatcA' 'Jv 

»to* 


ty[o Sasquatch 


ANTI-AIR 


DASH-IN STRATEGY 


FIREBALL COUNTERS 

ALL THRIEe"PUNCHES STF 


ROUNDHOUSE 


v ZyasqmtcA 


'S *squatofc -JgUd ‘ & 




An eanly 
low Ffence 
fs an easy 
antf afn 
attack. 


Dash fn with an eanly shont that misses 
and sunpnise youn opponent with a Big 
Bnunch. Follow this up with anothen 
eanly shont kick dash and use a low 
Roundhouse fon the neoensal. 


Use Sasquatch’s Bfg Towens to euade 
oncoming f fnebaLLs. If fn cLose, antici¬ 
pate the ffnebaLL and sLlp andenneath 
with a low s tnong. 





















NAME 

HUITZIL 

TIME PERIOD 


^20 A.D. 

HEIGHT 
7 ft. 5 fn. 

W EIGHT 
2.2.7 tons 

O RIGIN 

MEXICO 




[ 3 


—* 














WIN PORTRAIT 


CPU COLOR 


DRAW 


TIME OVER 


CURSED 


SHOCKED 


BURNED 


POISONED 


SPIRIT HOLD 


STABBED 



























PLASMA BEAM 


FLYING SAW 


HAMMER SPHERE 


SLAM DISK 


HEAVY PINCHERS 
























s AiPimxM rih 


ie 


Iress 


f_ State_Zip_ 

Make checks (US funds) payable to: GameFan. 
5137 Clareton Drive, Suite 210, Agoura Hills, CA91301. 


Killer Instinct 2. 

.@ $8.95. 

..$ 

Night Warriors. 

.@$8.95. 


Darkstalkers. 

.... @ $8.95. 

..$ 

Shipping & Handling.. 

(Foreign add $3 ea.) 

.@ $1.50 ea... 

..$ 

TOTAL 

$ 














































PYRON 



NAME 

PYRON 


TIME PERIOD 
1991 A.D. 

HEIGHT 

? 


WEIGHT 


ORIGIN 

PLANET 

HELLSTORM 




(ALIEN) 


92 















WIN PORTRAIT 


CPU COLOR 


TIME OVER 


DRAW 


WIN a 


STABBED 


SHOCKED 


POISONED 


SPIRIT HOLD 









PYRON 





SOUL SMASHER 


GALAXY TRIP 


MAGMA TRAIL 


NUCLEAR ELEVATOR 


METEOR DESTROY 


FLAME HEAD 


PLANET BURNING 


ORBITER BLAZE 


ZODIAC FIRE 


■ Jyt // 


C)AA (/ 

W -JM 















talkers' 


ffid-rVJta; 


&S&; 


'...you have no idea what you're missing, 
iaturn exclusive you must own." -GameF 


Buy Night 
and get 

FREE STRATEG 


Night Warriors is the richest, most mon 
strous fighting game ever created. With 
so much animation, so many incredibly 
moves and loads of techniques to mas 
ter, you'll hunger for a strategy guide to 
master this ultimate fighting challenge 


Now YOU CAN EXPERIENCE IT ALL with 
the perfect combination. The game AND 
strategy guide. Buy Night Warriors 
today and Capcom will send you the 
complete strategy guide FREE! 


To receive your Night Warriors strategy guide, 
complete the form to the right and send with your 
dated cash register receipt and completed warranty 
registration card to: 


Capcom 

NW Strategy Guide Offer 
475 Oakmead Parkway 
Sunnyvale, CA 94086 


©CAPCOM CO., LTD. 1996. ©CAPCOM U.S.A., INC 1996. All Rights Reserved. 
Night Warriors is a trademark of CAPCOM CO., LTD. CAPCOM is a registered 
trademark of CAPCOM CO., LTD. 

Sega and Sega Saturn are trademarks of Sega Enterprises, Ltd. 

Void where prohibited by law. 


Capcom & GameFan's 
Night Warriors 
Strategy Guide Offer 


Name:. 


Address:. 


City:. 


State:. 


Zip:. 


Phone Number:. 


Allow 6-8 weeks for delivery. 

Offer expires 10/15/96 or while supplies last. 
























You fought well Pynon. You wene a wonthy foe , but unworthy to nuLe. I am the tnue loud of the 
night! That night , a gnand celebnation was heLd, to honon Demltnf and his uictony. Whene’s 
Lond Maximoffl Foe not seen him lately. He was hene a moment ago. I wonden whene he went. 
A toast to my etennal nulel The moon will be my scepten, and the stans ane but jewels in my 
t^cnown. With the night and aLl ft’s ponces anden my command , nothing can stop me! Soon , 

*0 even the da,v dtoeLLens will bane thein thnoats to me! 


s finally ooen 


Toe done ft. The othens ane des tnoyed! The battLe was long but ft 
said my cun se toouLd end the day I exceeded all my limits. That day, I would be gnanted 
my gneatest deslne. Yes! It’s happening! I changed- I’m human once mone! I will nemera- 


* 

•••-• T-vlw 

fet A, 

JR 

r 

jKr y 

WBSf 

- - 




. i 












sLeep. SLeep and dneam, dneam of me, and my oictony ouen you ! D Ream fon- 
*> eueu... HafL! Welcome back mfstness. I’ue been so cuoRRied about you. You’oe 
ifs long befone. If the master* euen found about these LfttLe Eanth jumps you 
iLd do to me might euen fnfghten youl You voonny too much. I can handle the 
HuRRy. Get Into bed cuhfLe the masten fs stlLL in bed. So cohat did you do on 
?thfng, just haufng a LfttLe fun. Tnust me Lucfen, nothing to u>ouny about. 


aOur second and thfnd units haue been destnoyed. The enemy fs almost upon us! We ane lost. 
^^CuRse them! It fs oueR... No! Neuen glue up! Neuen suRRenden! My LoRd! PhaRaoh Anakanfs, you 
^haue acoakened. You haue RetuRned to us. As ft mas coRltten, I haue RetuRned fn my Lands dankest 
1 hour*. Noco coftness the the potueR I’ue gathened fnom my battLes. What fs that Light!? They’ue... 
v dfsappeaned! Our Land fs safe. You’LL neoen need to fean again ! As I scoone SOOO yeans ago. I cofLL 
defend my people and my homeland fon aLL etennityl ALL hafL Phanaoh Anakanfs, the defenden! 


Who ane youl Whene do you come fRom? I don’t cane cuho on cuhat you ane. Sign up cufth 
me and I’LL make you Rich and famous beyond youR dReams! WheRe do I sign? I’LL coaRn 
you noco though. I haue bfg dReams! The cat cneatune FeLfcfa toLd of the beings 
<nocon as DaRkStaLkens. HeR agent stated that she has agReed to do seueRal monies 
detafLlng heR aduentuRes cufth them. I hope I can haue BLanka fOR my Leading man! |r 



it’::;:! M 





















Mottttfflan 


Jon Tolboln 


mvs 


WOT f ON 


mvs 


WOTfON 


MVS 


death hurr t- 
cane (CAN HE 
pone in air) 


LUNAS HAMMER 


ll/A/4'S HAMMER 


(DIAGONAL) 


heus gate 


lunas hammer 


$mi 1AVELIN 
(WHILE OPPO¬ 
NENT IS DOWN) 


climhing 

razor 


SHADOW HLAPE 


«- OR -* + 
SrfflWG OR FIERCE 


RAPID 

CRUNCH' 


<- 0 ff-» + 
STRONG OR FIERCE 


MAD 


<- 0/?-» + FORWARD 
OR ROUNDHOUSE 


CANNON 

rounder* 


deadcv 

^ 474 mr 


«- o/?-» + 

STRONG OR FIERCE 


MOON 

tracer* 


CANNON 

flver** 


t STRONG OR 
FIERCE 


AIR £4T4*TCD- 
phee** 


STRONG OR FIERCE 


STRONG OR FIERCE 


VECTOR 

WBMM" 


<(/?££ LUNA S 
HAMMER* 


STRONG OR FIERCE 


SKUU 

DANISH' 


SUPER LUNA S 

hammer* 

(DIAGONAL) 


-»* 4 k* <- + 


y4t^ygff 

r</er 


PP 4 TH 

VOLTAGE* (CAN 
HE PONE IN AIR) 


SUPER LUNA S 
HAMMER* 
(AIR) 


JAB , J4G, 
SW«r, FIERCE 


DARKNESS 

ILLUSION* 


EVIL SCREAM 


ALL 3 PUNCHES 


Rfk uo 


MOTION/ 


MOVS 


MOT f ON 


MVS 


SAND SPLASH 


POISON HREATH 


DELTA KICK. 


f\-* + AP 


4 k* 

+ APf+APf 


ROLLING 
HACK CLAW 


SCREW TET 


-»*4k* + AP 
(RAPIDLY TAP PUNCH) 


ROLLING 

SCRATCH 


TRICKV FISH 


<- OR-* + 
STRONG OR FIERCE 


PANIC NAIL 


LAND 

FISHER' 


STRONG OR FIERCE 


<rOR^> + FORWARD 
OR ROUNDHOUSE 


TUMHLE CAT 


-»* 4 k^<- + 
STRONG OR FIERCE 


CRVSTAL 
LANCER*' 


HELLCAT 


-**4k* <- FORWARD 
OR ROUNDHOUSE 


SKV 

NEPTUNE' 


t + STRONG 
OR FIERCE 


-**4k + ALL 3 
PUNCHES OR KICKS 


AQUA 

spread' 


f ^- 4 ' ■# 

ALL 3 PUNCHES 


DANCING 
FLASH* 


You fought coeLL PyHon. You wene a coonthy foe, hut unuaonthy to nule. I am the tnue loro of tn 
nfgbt! That night, a gnand celebnation coas heLd, to honoR Uemitni and his uictony. Whene s 
Lond Maximoff? Poe not seen him lately. He coas hene a moment ago. I coonden cohene he went! 
A toast to my etennal nulel The moon coiLL be my scepten, and the staRS ane bat jecoeLs in my 
* cnocon. With the night and all it’s fonces unden my command, nothing can stop me! Soon, 

<m» even the day dcoeLLens coiLL bane thein thnoats to me! 


I’ue done it. The othens ane destnoyed! The battLe coas long but it*s finally ooen. She 
said my cunse coouLd end the day I exceeded aLL my limits. That day, I coouLd^ be gnanted 
my gneatest deslne. Yes! It’s happening! I changed. Pm human once monel I coiLL nemem- 
h f*r> thi*s ftnv rno fhp opsf or mv lirol - 


11 Sasquatch | 

W 0 V£ 

MOTION/ 

Bf« SNOW 

4< *-* + AP 

TOWPCC 

ALL 3 PUNCHES 

Bf« TyPWM/ 

->4k* + M 

BOMB*’ 

«■ OR -* + 
STRONG OR FIERCE 


-** f + 

STRONG OR FIERCE 

HIG SWING** 

-*'»titi-K(360 > ) 

+ AK 

HIG HRUNCH** 

fi£<r + FORWARD 
OR ROUNDHOUSE 

HIG FREEZER* 

4k *-> + ALL 

3 PUNCHES 


MVS 

MOTION/ 

MUKUROFUV 

(AIR) 

t P>“P + AP 

IAIGIR! (HIGH) 

<-CHARGE-* + AP 

IAIGIRI (LOW) 

<-CHARGED 4 AK 

hanevaiha 

*-\£ 4k + AP 

TSU1IHAVATE 
(PERFORM AFTER 
HANEVAW) 

4k + AP 

KAESHIVAIHA 
(PERFORM AFTER 
HANEVAIHA) 

4-^^+ AP 

KIENZAN 
(PERFORM AFTER 
KAESHITA1HA) 

-»4k ^ + AP 

KESANAGE** 

<- OR-* + 

STRONG OR FIERCE 

KIRISUTE- 

GOMEN** 

->^4kw'^ +AP 

ONIKUHI- 

HINERI* 

-»^i4k* +AP 


Demftttf 

MVS 

MOTION 

CHAOS FLARE 

4k Vi-> + AP | |- 

CHAOS FLARE 
(AIR) 

-> 4k * + AP 

DEMON CRADLE 

-P'l'x + AP 11 

HAT SPIN (CAN 
HE PONE IN AIR) 

4 + AK 

HAT DIVE** 

«- OR-* + 

STRONG OR FIERCE 1 

NEGATIVE 

STOLEN** 

-*'*t*<r\(360f') + B 
STRONG OR FIERCE 1 

MIDNIGHT 

FURV* 

4k^-^4k^-^ + I 

ALL 3 PUNCHES \ 

Araakawfs 

MVS 

M710N 

PHARAOHS 
CURSE (AIR) 

~*Hf\-r AP 

COHRA HLOW 

+ AP 

SARCOPHAGUS 

SLAM 

ALL 3 PUNCHES 

OR KICKS 

THE VOIP 

+ AP 

RETRIHUVON 
(PERFORM 
AFTER THE VOIP) 

4k + AK 

GRAND WRAP** 

4k + AP 

PHARAOHS 

MAGIC* 

FORWARD, JAB, 4k, 
SHORT, STRONG 


MVS 

MOTION 

GIGAHAMMER 

*-CHARGE-* + AP 

GIGAHUSTER 

CHARGE-* + AK 

HIGH 

GIGAHUSTER 

** + AK 

gvrocrush 

4k ^ < —* + AP 

gigahomh 

4 Vir + AK 

TAW 

SLUGGER** 

ir OR-* - STRONG 

OR FIERCE 

MEGA 

STRANGLE** 

+ FORWARD 

OR ROUNDHOUSE 

MEGA SHOCK** 

4k*-» - FORWARD 

OR ROUNDHOUSE 

MEGA SPIKE** 

c*-*(36(P) + 

ALL 3 PUNCHES 

GRAVITON 

KNUCKLE** 

-* + STRONG OR 
FIERCE + /4k t + 
STRONG OR FIERCE) 

THUNDER 

HREAKER* 

l CHARGE* + AP 

OR CHARGED + 

ALL THREE PUNCHES 


AP = MK PUNCH , AK = ANY KICK , * = S/>£C//I£ BAR REQUIRED , ** = THROW 








































































































































Sleep, dean Pynon, sLeep. Sleep and dneam, dRearn of me, and my ulctony ouen youl DReam poR- 
eueR, and eueR and eueR... Hall! Welcome back mfstRess. I’oe been so tooRRied about you. You’ue 
neueR been gone this long bepone. Ip the masteR eueR pound about these little Ea r th jumps you 
make, cohat he coould do to me might euen pnlghten you! You cooRRy too much. I can handle the 
"MasteR”, fRust me. HuRRy. Get into bed cohlle the masteR is still In bed. So vohat did you do on 
Eanth this time? Nothing, just haufng a little pun. Tnust me Lucfen, nothing to woRRy about. 


Hoco long must I endune, colLL I eueR knoco Rest? Will the cuRse op my sioofld and anmoR last 
thRough all etennlty? Beloued. Onin! My loue. I andeRStand noco. My oath to depend my land 
and people was not enough. I must battle the ponces op daRkness wheReueR they aRe! But you 
cuIlL neueR be alone again, my loue. Togethen poneueR, my Loue. 


At Last, my land Is pnee pnom the dank one’s thneat! Who ane youl Hocu can this be? I heand tales 
op a gneat coorrIor, a loRd op the cuateRS. I had hoped It cuould be one op my kind. I had almost 
gluen up hope. I thought I was the Last of our Race. Thefle may be otheRS culth no leaden, no 
homeland, no pufune. Then cue shalL begin hene. Become my Queen. Togetherz cue shall depend 
our sacned land. A Land cuhene our people can gatheR again. Togethen cue shaLL build our 
putune. My Lond. One yean Laten a new dependen Is bonn. An helR to a budding emplne! 
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THE NIGHT WARRIORS 
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Shock! 
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MOVE LIST 


DEMITRI 

CHAOS FLARE 

+ ANY PUNCH 

AIR CHAOS FLARE 

(JUMP) + ANY PUNCH 

DEMON CRADLE 

->'1' ^ + ANY PUNCH 

BAT SPIN 

4^4- + ANY KICK 
(CAN BE DONE IN AIR) 

BAT DIVE** 

4- OR + STRONG OR FIERCE 

NEGATIVE STOLEN** 

-^O,**-* (3(50°) 

+ STRONG OR FIERCE 

MIDNIGHT FURY* 

i *-»**-» + ALL THREE PUNCHES 

JON TALBAIN 

LUNA’S HAMMER 

+ ANY PUNCH 

LUNA’S HAMMER 
(DIAGONAL) 

+ ANY PUNCH 

LUNA’S HAMMER (AIR) 

(JUMP) -**1 + ANY PUNCH 

CLIMBING RAZOR 

<Lt + ANY KICK 

RAPID CRUNCH** 

4- OR -* + STRONG OR FIERCE 

CANNON ROUNDER** 

4- OR + FORWARD 
OR ROUNDHOUSE 

CANNON FLYER** 

(JUMP) t + STRONG OR FIERCE 

SUPER LUNA’S HAMMER* 

+ ANY PUNCH 
(*OR* + ANY PUNCH) 

SUPER LUNA’S HAMMER* 
(DIAGONAL) 

X** + ANY PUNCH 
(* + ANY PUNCH) 

SUPER LUNA’S HAMMER* 
(AIR) 

(JUMP) + ANY PUNCH 

(* + ANY PUNCH) 

VICTOR 

GIGAHAMMER 

4- CHARGE -* + ANY PUNCH 

GIGABUSTER 

4- CHARGE -» + ANY KICK 

HIGH GIGABUSTER 

+ ANY KICK 

GYROCRUSH 

+ ANY PUNCH 


GIGABOMB 

4^4- + ANY KICK 

JAW SLUGGER** 

4- OR + STRONG OR FIERCE 

MEGA STRANGLE** 

4- OR -> + FORWARD 
OR ROUNDHOUSE 

MEGASHOCK** 

4^-> + FORWARD 
OR ROUNDHOUSE 

MEGASPIKE** 

(3(50°) 

+ ALL THREE PUNCHES 

GRAVITON KNUCKLE** 

+ STRONG OR FIERCE + 

J't + STRONG OR FIERCE 

THUNDER BREAKER* 

l CHARGE t + ANY PUNCH OR 
l CHARGE t + ALL THREE PUNCHES 

LORD RAPTOR 

DEATH HURRICANE 

4^4- + ANY KICK 
(CAN BE DONE IN AIR) 

HELL’S GATE 

4-tf + ANY KICK 

SKULL JAVELIN 

4< t + ANY KICK 

(WHILE OPPONENT IS DOWN) 

MAD RABBIT** 

4- OR -» + STRONG OR FIERCE 

DEADLY CATAPULT** 

4- OR -* + FORWARD 
OR ROUNDHOUSE 

AIR CATASTROPHE** 

(JUMP) t + STRONG OR FIERCE 

SKULL BANISH** 

+ STRONG OR FIERCE 

DEATH VOLTAGE* 

ANY KICK 

(CAN BE DONE IN AIR) 

EVIL SCREAM* 

-M- + ALL THREE PUNCHES 

MORRIGAN 

SOUL FIST 

'I'x-* + ANY PUNCH 

SOUL FIST (AIR) 

(JUMP) t*-> + ANY PUNCH 

SHADOW BLADE 

-*4,* + ANY PUNCH 

SHELL KICK 

(JUMP) 'lx*- + ANY KICK 

MOON TRACER** 

4- OR -» + STRONG OR FIERCE 

VECTOR DREAM** 

4^4- + STRONG OR FIERCE 


VALKYRIE TURN* 

-4*4^4- + ANY KICK (+ ANY KICK) 

DARKNESS ILLUSION* 

JAB, JAB, SHORT, FIERCE 


COBRA BLOW 

-44-4 + ANY PUNCH 

SARCOPHAGUS SLAM 

ALL THREE PUNCHES OR KICKS 

THE VOID 

■4 V* *4- + ANY PUNCH 

RETRIBUTION 

4< + ANY KICK 

(PERFORM AFTER THE VOID) 

GRAND WRAP** 

si'*-* + ANY PUNCH 

PHARAOH’S MAGIC* 

FORWARD, JAB, 4>, 
SHORT, STRONG 

FELICIA 

SAND SPLASH 

4* *-» + ANY KICK 

DELTA KICK 

4-*tf + ANY KICK 

ROLLING BACK CLAW 

4-i^sL* + ANY PUNCH 
(+ ANY PUNCH) 

ROLLING SCRATCH 

■4*** + ANY PUNCH 
(RAPIDLY TAP PUNCH) 

PANIC NAIL** 

4- OR -> + STRONG OR FIERCE 

TUMBLE CAT** 

4- OR -4 + FORWARD 
OR ROUNDHOUSE 

HELLCAT** 

-4***4- 4 FORWARD 
OR ROUNDHOUSE 

FLIP CAT** 

(JUMP) t + STRONG OR FIERCE 

DANCING FLASH* 

**->«-** + ALL THREE PUNCHES 

B1SHAMON 

MUKUROFUJI 

(JUMP) + ANY PUNCH 

IAIGIRI (HIGH) 

4- CHARGE -4 + ANY PUNCH 

IAIGIRI (LOW) 

4- CHARGE -4 + ANY KICK 

HANEYAIBA 

4-1^4'*-* + ANY PUNCH 


TSUJIHAYATE 

4>*-4 + ANY PUNCH 
(PERFORM AFTER HANEYAIBA) 

KAESHIYAIBA 

***- + ANY PUNCH 
(PERFORM AFTER HANEYAIBA) 

KIENZAN 

-*4/ * + ANY PUNCH 
(PERFORM AFTER KAESHIYAIBA) 

KESANAGE** 

4- OR -4 + STRONG OR FIERCE 

KIRISUTEGOMEN** 

-**4-** + ANY PUNCH 

ONIKUBIHINERI* 

->*** + ANY PUNCH 

RIKUO 

POISON BREATH 

4-***-» + ANY KICK 

SONIC WAVE 

**-> + ANY PUNCH 

SCREW JET 

4-4 + ANY PUNCH 

TRICKY FISH 

4-4- + ANY KICK 

LAND FISHER** 

4- OR -4 + STRONG OR FIERCE 

CRYSTAL LANCER** 

-4**kr4- + STRONG OR FIERCE 

SKY NEPTUNE** 

-4***4- + FORWARD 
OR ROUNDHOUSE 

AQUA SPREAD* 

-4* 4> + ALL THREE PUNCHES 
OR KICKS 

SASQUATCH 

BIG SNOW 

■L*-* + ANY PUNCH 

BIG TOWERS 

** + ALL THREE PUNCHES 

BIG TYPHOON 

+ ANY KICK 

BIG BOMB** 

4- OR -4 + STRONG OR FIERCE 

BIG SHAKE** 

-4*4« 4 STRONG OR FIERCE 

BIG SWING** 

4^i^4-^(3(3 0 0 )+ ANY KICK 

BIG BRUNCH** 

4^*4- + FORWARD 
OR ROUNDHOUSE 

BIG FREEZER* 

4-*4'*-» + ALL THREE PUNCHES 


* - SPECIAL BAR REQUIRED, 


ANAKARIS 

PHARAOH’S CURSE 

(JUMP) -4* 4* * + ANY PUNCH 


** - THROW 



The DarkStalkers 
Strategy Guide is the Jfl 
most definitive guide J|||j 
becoming a master at 
one of the best cartoon 
animated fighting games 
of all time. Featuring 
thousands of hi-res 
screenshots along with 
Special Moves, Combos, 
Strategies, Character 
Poses & Animations and 
much more. Also includ¬ 
ed is exclusive Capcom 
artwork and Character 
Sketches. Written by 
arcade experts Frank 
Martinez and Gerald 
Abraham, the 
DarkStalkers Strategy 
Guide is sur^Jo make 
you a master! 
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